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the credits 

Full ‘official* credits are on pag^e 3, here 
are the people who made It possible, 

Lfrs Ellingham did the Editing 

Nicola Parry looked after ihe ads 


The Regular Contributors are... 

Carry F rancis 
Mark Hutchinson 
Matthew Jones 
John Davison 
John Davison )r 
John Sweeney 
Paui Rixon 

All other contributors for this issue are 
credited alongside their articles or 
programs. Thanks to everybody for 
eoutribucing and thus helping others* 

This hsuf. is dedicated to Garry Francis 
ti'hose suppori Atiii dedication to the cause oc-'er 
ihe years has been an impitation. Garry’s 
writir^ has aheays been top class { I don*t 
to edit itij and he aiso ifNdj long knersfuU of 
ideas and suggestions to which 1 seldom have 
lime to reply. Garry has become a long time 
friend tvho [ have netJer tneij maybe one day 
one of uj wili make the i mile trip! 
Thanks Garry t this one^sjor youf 

Serious? You beti But Atari is supposed 
to fun as well isn’t it? 


The next issue of PAGE 6 could feature 
YOUR article or program* So^ send it! 



PAGE 6 u pm logether almoit enfirety n’EJ'ft Atari 
equipment and so/tniare. Hafdteore used: iSOXE, 
1050 disk drive, SiO disk drive, S50 Interface, 
modem, NEC 8023 printer, tOdOST, SMJ24 
frtomtitr, Atari SH204 hard disk drive, Epton 
RX!0i> printer, Mierastuffer Softvrare used: 

Superscript, Tnrbir Basie, Ttie-TaSk, Kermit, Print 
Wii and several CKSlom written utilities on the S-bit. 
STtoritet, PC Inter comm, Thwndtr and Fleet Sjr^ft 
Pubiisket on the ST. 

Copy is prepared on fl IdUKE using Superscript and 
t'CtrtOUf custiHn lerilten prof rams and then irasisferTed 
(0 the ST via S-bil Kermit and PC Imercamm. It it 
then spell checked mth Thunder and the layout 
drafted viitit Fltil Street Publithtr. Finished copy it 
output from ike ST to a Komed 2 cassette rttMhine 
and then f ed FFTrc <t Monotype Lasercemp typesetter. 




Welcome to a special issue of PAGB 
6 devoted to Adventures. Many readers 
have asked for another Adventure 
special ever since we did the last one a 
few issues ago. Or was it? It was 
actually Issue 10 w'hich w^as almost four 
years agol "rhere have been a lot of 
changes since then* mostly good, some 
bad but I suppose that’s the price of 
progressj of tryung to make the 
magazine better whilst still retaining 
the mtcresi in what it's all about. It’s 
been quite a struggle putting this one 
together j not because we couldn’t find 
enough material, but because we had 
too much! I wanted to maintain a 
balance as always so that those not 
interested in Adventures still had 
plenty lo read bur 1 fear that the 
Adventures have almost entirely taken 
{wer! Still it’s only for one issue and 
maybe only once every four years! 
Several features which arc missing will 
return next issue and we have some 
excellem articles and programs lined 
up, Soj w^hat of this issue? You will find 
a superb interview wfith Level 9 in true 
Page 6 tradition, no space spared! 
Possibly the longest and most 
in teres ling Level 9 interview^ you will 
have seen, and one of those hard 
decisions w’as which of the other six 
pages to leave out! There are several 
Adventure game review's and a bumper 
selection of hint^ and tips from Garry 
Francis. You’ll see his name and John 
Sweeney’s crop up quite often in this 
issue, a couple of Atari Adventure 
fanatics who have my grateful thanks 
and admiration for their dedication. 
Anyway, read on, you wull surely enjoy 
this Adventure issue even if your 
interests do not lie wholly wfithin that 
area. 

IT’S A HARD LIFE! 

You will all know from the quality of 
the writing in Page 6 that we are ver>' 
fortunate in having some really 
excellent freelance Atari enthusiasts 
writing for us (as opposed to 
‘professional’ journalists!) but one of 
the real problems w'e have had in recent 
months is finding people to w^ork for 
Page 6 on all the stuff that needs to be 
done ‘in house’ who share that same 
dedication and enthusiasm. Stafford 
seems to be an area totally devoid of 
Atari enthusiasts! Our recently 
appointed Editorial Assistant departed 
quite suddenly several weeks ago, 
unable to take the pressure, leaving 


yours truly burning the midnight oil 
(not quite right, can you burn the 2 
O’clock oil?). We had lota of things in 
the pipeline most of which hav^e fallen 
behind schedule and we are back in the 
old situation of not be ing able to 
acknowledge contributions, lettera and 
the like. My apologies to anyone w^ho 
may feel that they have been ignored, 
you haven’t, your contributions are still 
appreciated and you w'ill get a reply as 
soon as possible. Hopefully we will sort 
this out soon, but when you are trying 
to produce a dedicated magazine with 
various supporting services and make it 
better each issue whilst retaining your 
ow^n interest in the subject, you could 
do w^ithout all the "behind the scenes’ 
hassles. Maybe it’s all too much for an 
"ageing hippy’! Maybe Til pack it all in, 
but then maybe 1 won’t! 

SUBSCRIBE PLEASE! 

Selling a magazine through the 
newstrade is a perilous buisiness 
especially when you suddenly one 
month get paid several thousand 
pounds less than you were expecting! 

It’s a complicated story but that sort of 
thing can put a small publication like 
ours out of business unless we can get a 
lot more support from the people who 
really care - and that's you! Since going 
on the new^sstands we have lost a Jot of 
subscribers, presumably because it is 
now easy for you to pick up a copy 
locally, but we now' really do need to 
get those subscribers back and 
hopefully pick up some more. From 
this issue we are introducing regular 
offers to get you to part with your 
money in exchange for a years 
subscription to PAGE 6. If you check 
the offers out, a subscription need not 
cost you anything! 

Quite aside from any offers, we need 
your subscriptions to ensure that we 
can keep on bringing you the sort of 
articles and programs you want, the 
sort that no other Atari magazine 
provides. If w^e had not lost many of 
our subscribers you would not have lost 
any of the regular features from this 
issue as we would simply have put in 
another 16 pages and you would have 
been able to read every^thing that was 
written but, as things stand, we can’t 
afford the gamble, so get out your 
cheque book or credit card and ensure 
that you continue to enjoy Page for 
many years to cornel 
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SUNARO 


PO BOX 78 MACCLESFIELD CHESHIRE SK10 3PF 
Telephone (0625) 25228 


Established during 1964 SUNARO are proud of their dedicated ATARI 
service which promises FRIENDiY EFFICIENCY with REALISTIC PRICES 


WHY NOT GIVE US A TRY? 


ATARI ST 


ATARI 6-BIT 
CASSETTES 


ATARI 8-BIT DISKS 


ARMAGEDDON MAN 

is.ts 





DUGOY BOY 


ACE OF ACES 

B,sb 

ACE OF ACES 

12,7S 

DUNGEON MASTER 


BA^lUiMOUSE DETECTIVE 

a.sD 

BAaiL:MtXlSE DETECTIVE 

13.TS 

GUNSHIP 

tn.gs 

DRUID 

a.BO 

DRUID 

la.TB 

INDOOR SPORTf. 


EUROPEAN SUP, SOCCER 

8. so 

EUROPEAN SUP. SOCCER 

13.79 

DID!. 

1 B .BB 

F-1S STRIKE EAGLE 

8. so 

F-18 STRIKE EAGLE 

19.70 

OUTRUN 


FDOTEAtL FORTUNES 

ia.T5 

FOUR STAR GAMES 1 

e.A 0 

■poou 

B.^a 

FOUn STAR DAMES 1 

B.afi 

FOUR STAR GAMES II 

B.AS 

PREDATOn 

if.eft 

four star dames II 

A.aa 

OAUNTLET fS4h) 

14,78 

TICST DRIVE 

14.BS 

aAUNTLETcB4Kj 

SAD 

OEHSTONE WARRIOR 

IS. AS 

TETRIS 

1S.4S 

JEWELS OF DARKNCSS(S4k) 

1 2.T B 

OUILD Of THIEVES («4h} 

1S.AS 

TIME 1 MAQIK 

1S.»S 

JINXTEft 

8.aB 

JEWELS Of DARKNESS iSAh) 

14.TS 

VIXEN 

1 S.BB 

LEADERBOARD 

S.SD 

JIHXTER 

13. AS 



LITTLE DEVIL 

«.*S 

LEADERBOARD 

t 2.TS 



LIVING DAYLIGHTS 

e.so 

LITTLE DEVIL 

B.AS 

ATARI 8-BIT BUDGET 

MiRAX FORCE 

B.BS 

livihq daylights 

13,78 

CASSETTES 


NIDHTMAHES 

REO RAT DOUHLE 1 

s,«s 

e.ffs 

MINI Office ii 

MIRAX FORCE 

18.TS 

H.A6 

COP3 A ROBBERS 

I.BB 

RED RAT DOUBLE a 

a.»s 

NIGHTMARES 

B.AS 

aHANDFHIKBIM. 

1.BB 

SILENT SERVICE 

a, so 

PAWN (BAh} 

IS. AS 

LEAGUE CHALLEHOE 

I.BB 

SILICON DREAMS («4AJ 

ia.7s 

SILENT SERVICE 

13.TS 

MATTABATTA 


SPY TRIlODY 

B.eA 

SPY TRILDOY 

12. AS 

PRO GOLF 

9.BB 

TIHEi HADIK 

19. AS 

TIMES MAOIK 

12. AS 

ROCKFORD 

S.BS 

TOMAHAWK (BAh] 

8.80 

TOMAHAWK C04hl 

12.T5 

SP EED ACE 


TRIVIAL PUHSDtT 

14.78 

TRIVIAL PURSUIT 

18. AS 

EVBEX 

Z.SB 

WINTER OLYMPIAD SB tSAIkJ 

8.80 

WINTER OLYMPIAD 88 t04h] 

12.T5 


OROEA VIA Please add 50p handling to all orders under C5 
mkrOUDh Cheques/PO^s payable to: SUNARO SOFTWARE (P6) 
u ^ Girobank Transcash to account 664 6638 





ARE YOU MISSING OUTT 

Vuu’ve tjol lot? about your compijl^r but don't 

kncrtt' who to askl We dol You 're not sure which scf tware is best 
for your appllcalitjn! We dol You’d like !o keep up to date with 
TiKiM,' releases and be sure they are a good buy. but who's going lo 
tel l you? We Willi You would love to gel lo know other Atari 
enthusiasts, but you don"! know howf dol You want to gel 

some of that 'Public Domain" software you'ije heard about, bul 
where from? We know! You don't wani lo feel like you're the 
only Atari owner in ihe world, bul where -ran you lurn too! Well, 
we can help! Great, but who are you?? 

We are lb? largest (and oldest) Atari Computer Owners Club 
in the U,K For just £S.tHJ per year you get fielp, assistance, hints, 
tips, friends, pen pals, access to PD sollware, up to date 
inlormation, garnes, urllilies. hardware pro}ecES, sollware 
rewlews, programming lulorials, and a glossy dub rnagaeine 
every quarter 

A club magazine as well” One of those pholocopied things 
that is unreadable, ehl 'IV'ell no. it’s prolessionally produced Jusi 
like this magazine you're reading. It’s called MONITOR, you may 
have heard of il? Yes, friends of mine have read i1 and say it's 
great! How do I join the club and get my copy of MONITOR? 
Easyjusi send a cheque or postal order for £B.(K) loihe address 
below requesting a four issue subscription. Overseas 
membership is £8.[XHsurface) or EliJ.tK) (Airmail). 

You won’t be disappointed^ 


The U.K, Atari Computer Owners Club 
P.O. Box 3, Rayleigh, Essex, SSG SLR 

Independenl User C iroup 



r 

£2.99 



No 1 in Charts 



n 

£2.99 


RAVE REVIEWS 
ARE NO GOOD 
IF VOU CANNOT 
GET THE GAMES 

HERE'S HOW! 


See the review 


in this issue 


PRIORITY ORDER FORM 

Pleos© rusih by return of post: 

Speed Ace dSK @ £2.99 tnc P&P 
Zybex XL/XE @ £2 99 tnc P&P 

Totol 

Name ft; Address— _—- 


□ 

□ 


■ Maks cheques + P O. poyabie fo: i£PP£LIN GAMES LTD. 

I Send to- Zeppeliri Gomes Ltd, 2S Osborne Rood. Jesmond, 
^Newcostle NE2 2AJ Englord 
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ATARI 
GAMES 
CENTRES? 


ATARI MAKES MONEY 


Trade mpgst^ine Computer Trade 
Weekly reported a couple of months 
ago that Atari plan to up a number 
of Atari Games Centres spedfiically to 
promote the XE and 2600 consoles. If 
the story is true, it is to be %%■£loomed 
but it does seems to be a strange case of 
bolting the stable door particularly as 
Atari themselves are primarily 
responsible for killing the horse! To 
their credit. Atari have recently 
released a number of the all time 8-bit 
classics on ROM and some new titles 
on disk and cassette but it seems that it 
will not be enough to bring a new 
resurgence of interest in the 8-bit 
market. Atari pushed the XE under the 
carpet when the ST arrivedj despite the 
fact that it was still one of the leading 
machines for all sorts of use. The 
advertising and press hype convinced 
many existing Atari owners that they 
had old and outdated machines yet that 
was far from the truth as Atari now 
seem to want to showE 

If the Atari Games Centres get off 
the ground we will be one of the first to 
give support but somehow we feel that 
it will turn out to be just one of those 
ideas that seemed good at the time. 


Atari’s latest (Quarter results to April 
1988 showed sales increasing to S97.1 
million against $65,1 million for the 
same quarter last year but net income 
was almost identical at around $15.25 
million. During the past year however 
Atari purchased a major retail group in 
the States to handle its American sales 
but as that company were running 
heavily at a loss Atari’s nett income for 
the quarter w^as in fact only $5,6 million 
despite the overall turnover reaching 
$169 million. 

Atari did much better in Europe last 
year as reported by our Dutch 
correspondent. At a dealer meeting 
held in Holland in February^ a lot of 
interesting Information regarding the 
European market w^as released by Atari 
wdth Jack Tramiel’s consent. 

Worldwide sales of Atari during 1987 
w’cre stated as $363 million against 
3258 million the previous year. Sales in 
the Benelux countries accounted for 6% 
of the overall turnover with the product 
split as 85% ST, 8% XL/XE and 7% 
other. In Holland a total of 15,000 ST"s 
were sold in 1987 the majority of which 
were lOWST's whilst it was stated that 
in the UK 15,000 520ST’s were sold in 


WOULD YOU LIKE TO HELP 

PAGE 6? 

and get lots of FREE goodies! 

The number of newsagents in the country is vast and there is no way we can 
check to see that PAGE 6 is stocked in the right places or if the shops have 
sufficient copies, but it is vitally important that we do all we can to ensure sales 
are as high as possible. We can’t possibly' do it, but you could! 

W’hat wc need is a band of dedicated people in various parts of the country 
who are willing to go into their kical main newsagents once or twice a month, 
check that PAGE 6 is on sale, and report back to us. It couldn’t be simpler, we 
will provide a simple form to complete and return. As a reward for your 
support wc will send you FREE copies of PAGE 6 plus the Issue Disks every 
issue plus a FREE selection of either the S-bit or ST Public Domain disks 
added to the Accessory Shop library each issue - that could be worth a few bob! 
- and you will have the satisfaction of knowing that you are helping PAGE 6 to 
continue to support your Atari, 

To be a PAGE 6 NEW'SHOUND you must be over 16 years of age and be 
able to visit one or two main newsagents on a few specified days every couple of 
months and be you must be confident and responsible enough to ask if you 
don’t see the magazine. Obviously we only need one NEW'SHOUND for each 
shop so if someone has got in first, you” 11 be unlucky, but we do need to cover as 
wide an area as possible in all the major towns. 

To qualify just let us have your name and address and age and details of the 
newsagents you are able to visit. Remember wc are interested only in major 
newsageniSj not your local sweet shop! If selected we will give you full details 
of just how to go about helping PAGE 6, 

W’rite to PAGE 6, P.O, Box 54, Stafford, ST 16 I DR. 


December alone against only 800 
1040ST’$] 

Of Atari^s worldwide sales in 1987 
64", was in Europe with a massive 28% 
in Germany alone. Sales were also 
made in the Communist countries of 
Poland, Czechoslavakia and East 
Germany although for security reasons 
only the S-bit machines are sold there! 
Sales of the Mega ST have been 
relatively low in this country although 
it is reported that in Germany over 
15,000 units have been sold, 50% of 
which were with the laser printer. 



MEDIA WHO? 


Mediagenic is the new name of “ 

one of the most widely known " 

companies in the Atari market - j 

Activision, Apparently, Activision’s | 

activities have expanded beyond the 
games sector and the company 
executives wanted a name more 
appropriate to the diverse image of the 
company. Mediagenic seems a strange 
choice of name, it sounds to us more 
like a company selling blank disks than | 
original computer software! Thankfully 
Activision will be retained; as a software 
label so there will be no confusion 
amongst us simple folk! 

Although known as one of the | 

world’s biggest software companies, | 

Activision made a trading profit in the 
year to March 1988 for the first time in 
four years! Isn”t it surprising when 
companies that we all assume are 
enormously successful can continue to 
lose money for years? Part of the 
successful tumround has been due to 
Activision’s U.K, operations where 
they have established their own 
development unit based in 
Southampton. The unit, known as The 
Software Studios, was set up 18 months 
ago initially to handle conversions of 
U.S. programs but has rapidly grown 
to finding and developing new and 
original European software, 

Activision’s future releases will 
include a number of titles licensed from 
the arcades including AfterBumer, 

R-Type, Cybertank, SDl and 
Timescanner. • 
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SUBSCRIBE! 

and it needn’t cost you anything! 


Take out an annual subscription to PAGE 6 and we’ll let you knock the price of 
your subscription off of either of these two great Adventure games. You pay £7 for 
a six issue subscription to PAGE 6 and take the full subscription cost off of your 
choice of game. Couldn’t be easier - just like getting a free subscription! 




Existing subscribers may take 
of this offer by renew¬ 
ing in advance. Plca&c ensure that 
you clearly state If you are renew¬ 
ing a subscription and quote your 
subscript ion number if possiblo- 


OfTers open only to UK readers. Please send your reniUtaiice of £7 for the subscription plus 
the appropriate price of the game of your choice to PAGE 6, P,0* BOX 54, STAFFORD^ ST16 
IDR. Please state clearly which brric and which version (ST or XL XE* tape or disk) you 
require. Your subscription will commence from Issue 35 unless you state otherwise. Please 
allow 2 1 days for delivery. 


What could be more appropriate for this Issue? 
Level 9’s most acclaimed work brought together in 
an enthralling trilogy* The ideal starter for 
anyone whose appetite has been whetted for 
Adventure* 



Regular 

With 



Price 

Subscription 

SAVING 

ST 

£19,95 

£12*95 

£7*00 

XL XE 




(Disk or tape) 

£14*95 

£7,95 

£7,00 

The total price 

you pay 

including a 

12 month 

subscription to 

PAGE 6 

is £19,95 for the ST 


version or £14,95 for the XL/XE version 


S/Wg 

£700 


ST £24,95 £17,95 £7*00 

XL XE 

{Disk or tape) £19*95 £12,95 £7,00 

The total price you pay including a 12 month 

subscription to PAGE 6 is £19,95 for the ST 

version or £14,95 for the XL/XE version 


ULTIMA IV 
QUEST OF THE AVATAR 

One of the most widely acclaimed role-playing 
games available on the Atari, Highly praised in 
every review (including John Sweeney*s four page 
epic in PAGE 6!), For weeks or even months of 
enjioyment you can't go wrong* 

Regular With 

Price Subscription SAVING 


SRit 

£ 7-00 


JEWELS OF DARKNESS 
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Hduenture 


I 



Wander around an old mansion 
and see if you can find the 
treasure — in this case some of 



by Peter Dean 


Klepht's Castle is a challenging text-only adventure which 
takes place in and around a country mansion. The object is to 
retrieve ten classic Atari gamcS;, stolen from you by the arch 
villain Klepht and hidden in the mansion’s rooms and 
passages. 

Various objects can be found which will help you solve the 
problems and puzzles that stand between you and your 
"treasure’. Use your wits and powers of logic and ingenuity to 
unravel the secrets of the mansion and its garden. Along the 
way you will meet characters both friendly and hostile ... keep 
an eye out for one in particular who has a tendency to come 
and go like a thief in the night! 

The game has several features (hai you might find in 
‘commercial^ gan^ies although it is intended to be a ‘one-sitrlng’ 
game and ihusj at present, has no facility to save a game to disk 
or cassette- It does however have RA.M SAVE and 
RESTORE, TT’ recognition and text compression. The 
routines which control these wiW be of interest to anyone 
starting out on the long trail of adventure writing. 

Input is by verb and noun only, e.g. TAKE BAG or 
REMOVE COAT. Keeping things simple will usually pay 
dividends. A full list of words can be deduced from the 
ward bank between lines 300 and 347. If a word outside this 
range is typed in, the parser will tell you which word cannot be 
used. Remember the SAVE and RESTORE option and use it 
before you do anything dangerous. 

You will have done well to have completed the game, at the 
first attempt, in fewer than five hundred turns. 


ARE YOU STUCK? 

We have the full solutions to three of the Adventures 
in this issue. Anyone who gets stuck on DEDRIl>GE 
CASTLE, DEMON ADVENTURE or KLEPHT’s 
CASTLE can come running to os for the solution. 
Copies are available from PAGE 6 upon receipt of a 
large stamped addressed envelope. Please state which 
solution you require and write to PAGE 6 
ADVENTURES, P.O. BOX 54, STAFFORD, ST16 IDR. 

W ARNING: These are full solutions rather than 
hints, so make sure that you try really hard before 
sending off for the answers! 


the classic Atari games! 


EH 0 REM IHMMtllPilUPlh MKWMWUliBBIUlNMKWKVU MM* 
Ml 1 MEM » KIEPHT'5 CATTLE « 

un 3 MEM * BV pner Ceart * 

E* 3 REM "-------- 

IM 4 MEM * PACE A Mn&AZIME - eUtLAMA 
EK 5 flEM W Wnn il M N MK M M MMH M M g M -W lt iM N MK M H >■ ■■* « 
J« e POKE ib,6*:P0lfE 51^74,64: SETCOIDH i, 
la tSCTCOLOR 2,R.fl tbChSUB 363 
UC 7 RESTORE 495:FPR Z=1S36 TO iab*:BEA& 
AlPOKE Z^AJMEKT Z;ft=USH 
CT 8 L-79;ni=SSat0=34:P=lBA43 T = i6:U = 7«10lN 
Cl$Cieei .CS t*J ,Pl tl2J ,ITS 141 .OBJ 

ff251.»Htt41,0$C4},ACai ,6101 
ZV 9 HE5TOHt 4'9fl:F0fl' L=9 TO D:REAA fl,BEAt 
ZlSAiBtZl=B;NEMT 41? 

□ L 10 TRAP 11 ! B = B : C = » : 0=^11 ; ESO t r = a t RESTOHE 
4B6+1.inE4A A$\, A , e , C , D > E^ E 

Cl 11 IF Bt33=l AMP L=1B THEM E=ei 
H9 12 IF BC111=1 AMO L=47 THEM B?1 
IH iS IF L>18 AKO L<60 AHA 4EBi THEN ? "I 
t"s darh . 1 CCTO 55 

MY 16 ? "YPO are "JIFOR t=L TO LEHTAtlEBf 
=Afl^4iZl:2F A^^CCB¥3<48 OR A5C1B4>>S7 T 
HEN 

HH 17 CDT0 IBFVALIBf) 


HK 

1 « 

T 

"rooH" 

;;COfd 36 

05 

18 


"in a ' 

IfiOTO 38 

US 

20 


the 

" 3 t GOTO 3« 

HM 

21 


" • "3 

IGOTO 30 

P 6 

22 


"ta a 

" 3 :GOTO 30 

HA 

73 


“-shaped hedge"; 

LO 

24 


"an "3 ?dOTO 30 

UH 

25 

7 

:C0TB 

IB 

HV 

26 

? 

"in"; 1 tOTO 36 

LL 

27 

? 

"paccage";:GDT0 


28 

7 



JR 

3a 

MEKT IT? 


OS 

3S 

7 

"Exit* 

*re 


BF 3E IF A THEM ? 

BV 37 IF B TMEK ? "ea5t>*'; 

MT 38 IF C TMEH ? "SOU?h«“i 

AB 38 IF A THEW 7 "west,": 

UE 4B IF E THEM ? ‘'UR."; 

JU 41 IF F THEM ? ''■dOMn."J 

HP df T 

49 REM 

ZC 50 FOfl z=:« TO 0: IF ACXl^JL THEN 54 
HR 51 IF V=8 them Y=1Z:? "yau can see "3 
00 52 RESTORE SOOtZTREflR (JB JS : M=LEM fOB JS > 
*l:Y-V + K:lF Y>36 THEN T = Jlt? 
aa S3 ? 

AV 54 MEKT 7; IF ¥ THEM ? "*h^‘ 

Bd 5S IF AC24J“B AMO lL-16 OM L=531 THEM 
7 “The icicle Melts F'’:4i24l=l :I = I“i 
HZ 56 IF t=B9 THEM 17® 
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JV S7 If Bfi5)=L THFM "'fi frusTrated art 


ist askSi "Can you paint w a Cubi? 
t piIture?^“ 

&Z S& If BC141=L THEIi ^ "d w** f j HUf « de f 
and? the east d4>or.'' 

UU 59 If Bd-ti-i THEM 7 "fl ^none is on pj 
trol , 

KF faU It THCB ? "ft panel's herb." 

mV 61 IF L-77 AHb e[e>=l THFH t '-hiiies ar 
e here." 

PS ez IF eiSt=L THEit 7 ''The- jU99lfr ashs, 
'Have vov anvTKing 1 can use?'" 

HM 63 IF Bti7?=4. OB L-JF trttM ? "ft rope h 
args here." 

IZ 64 If 6t9}=L THfW ? ’'ft PlaoFPl tat rub 
s against your leg.’' 

ZH 65 If L = 5i AHO AClSlOi THE" 7 3? "Chi 

nk* Voo're a hunan ice Tpiiyf"iCOTC 39 
5 

HB Bb IF L = S3 ftH1> ftCIZlOl THEM 7 "hhaa 
□ Dsh! 7ou'ue been i nc i nerated i t GdTd 1 
95 

tIH B? IF UZBB OHP A1143 (>1 THEM ? :? "YOU 

■re euercoHe by poison fuHesF ";goto 39 
5 

JT 6a IF BC21=L THEN 371 
aC 69 BEK HI!IJB=MJLVmj 

9C 7« POKE 75Iji8:ITS=C$:C$='"'3 T tINPUr 

6,Pt liPOKi 7Bl^l:at = D$!Ca=3lG + l :? :FOR Z 
=4 TO It 
TS 71 THAp 74 

"M 72 IF P$IZhZ 7='' " THEM BS=D5 tl , Z-11 : C$ 
f Dl tzej, ^ ICN cotl 1 : CATO 74 
□V 73 HEKT I 

El 74 IF CS=’'IT" THEH CS = ITS 

Ub Be TRAP e3;PESTPHE 73B* A4C CBB tl, 11 J ‘.FO 
R Z-e TO 6:HEAP VS,V;1F BtSVl THEM 45 
OH B2 NEXT Z 

rT bi ? "uerb not recognised.";GOTO U 
JH BS IF V<5e THEH GOTO L99*V 
FO 07 TRAP 96:eEST0RE 25e + A5CtC5 IL,11 I :FD 
R Z=0 TO BlHFAP MS^HilF C5=H5 THEH 93 
PL 89 HEKt i 
BZ 90 IF uses THEH 650 
OH SI IE 0=140 THEH SCO 

XH 92 ? "Houn not recogni *ed ►3 GOTO U 
VC 93 IF t*=lBH THEN 265 

BA 94 IF 0=155 AMD H>7 AHP N<14 THF» ZBO 
YT 95 If W=50 THEH 150 

HO 96 IF M>14 THEM 9B * 

HZ 97 If AIM] THEM ? “YOU*re not carrying 
iti’''45DTO u 
MK 94 GOTO leo+p 
wl 99 Rtn 

IX 100 IF L=ll AHP BUHl <90 THEH 7 "A I am 
bells rinyF You're oi ck*d 1 ■'s GOTO 395 
KG ISi IF BtIl=L THEH 7 '*Th* dPOr is in t 
he oay*’';GOTO U 

CO 1B2 If DtBlzL THEM 7 “YOU nust SAV the 
password First.":GOTO U 
PR 103 IF 1=17 OR L=34 T"E" 373 
FB 104 IF B<131=1 THEM 7 "’Oh no you don' 
tP'";COTO U 

SH 105 IF A THEH L=L+ft:GDTO T 
RB 106 GQTD 116 

RB 107 IF y=7 AHb D<141=L THEH T "MO Chan 

C* HateF"]GaTO U 

IL lOB IE 0=B AMD L=45 OR 1=44 THEH 373 
XU 1P9 IF VZB OHO LZ52 AMD AllllOl THEM 
7 ^'d aho9t 94 ares you off.'": GOTO J 
IT llB TF UZ9 ftHR ai91=L THEH ? "TiddlPS 
savages you to death!":GDTD 395 
JR 111 IF V=7 AHB e THEH L=LFeiGOTO T 
ly 112 If y = 6 AMP C THFM LZL'^ClGOTD T 
HE Hi IF U = 9 AHD 0 THEH L = LTB:GaTO T 
HO 114 IF V=ie AHO E THEN l=L+E;CDTa T 
PV 115 IF U=ll AHD F THEH L=L+F!GOTO t 
TH IIB ? "VDU can't go that wap.^iGOTO U 
BH 119 REK 

VJ IZB KRPtYRO)? "You own “;:FOfl Z=g TO 0 
tIF AtZl THEH 123 

UX LZl RESTORE SeB-tltPEOb OB JS r K = LEH tOB Jf 
»tl;V=V+«fIF V>3B THEM YiKi? 

KZ 122 7 OBJS;","; 

YF 123 HEHT Z!IF K=ft THE" T "nothing,"; 


RQ 125 Y=i9:H=e;FnH z=d ro isjif aeziOi 
TP ie." 129 

vn 126 If H=0 THE" ’ i7 "and you're wrari 

ng ";:H=1 

UP 127 RESTORE 5009Z:AFAD UB J5 i >4 = L EH CDS J£ 
l»|rV-¥*K:lt Y>36 THE" 

TH 17B 7 OBJS;",'': 

ML 129 MEHT Zv^ ’'*."'Gol0 U 
HF 130 IF L = 4 THE" L=S;&CirO I 
OK 131 GOTO 3BU 
FX I 17 7 "tt":GOTCl 395 

"F 133 7 SCj'Vieg„ tahin^i ";G0:'' turns."I 
Go f 0 U 

HC 135 IF L = 75 THEH 7 '^Hhat’S the POinl?" 
FGOTO d 

HF lib If L=15 THEH 7 "Th* water Hight ex 
pand soHeth ing rr. ";GOTO U 
JO 137 ? "Always FHftMiHE pfajects A reeieiH) 
er to use SAUE and RESTORE GOTo u 
LIE 142 REH IrMIMiTiliUKfHiKliT 

OS 143 POKE P.ltFOO Z=e TO OiPOKE P+1+Z,fi 
(ZJLPOkB P-T36tZ, D tZJ IHEKT ? 
tCV 144 PCKE P + 71,LlPOKC F + 72,I:P0«E P*?3i 
9C3POKE Pt74,IHTfCO^aSblIPOKE Pt75,GO- 
PEEK tP+743»256 i BOTd 140 
UU 145 IF PEEKIP1=0 THEM 350 
IC 146 FOP Z=0 TO 01 AeiJ=PEEKtP+l+i>1BtZl 
=PEEKCPt3b+ZI:HEKT Z 

MT 147 L=PEE«tP+711j1=PEEK£P+721:5C=PeEK< 
P + Tli t EO=PEEK tP+74 S P2B6 + PEEK tP+75J 
U7 146 7 "OK.'';? tCOTQ T 
PO 150 IF "734 THEM 350 

BM tOi IF I>6 THEH 7 ''Ynd can't carry any 
wore.";GOTO U 

TO 152 IF M^B AriP L=T AHP CO>ZB THEH ? "D 
oo'T bother - it's blown outf"jGOTD U 
QH 1*3 IF AtH)=L THEH 7 "T4hen.":fl<M1=05 I 
=IF13GQT0 U 

IL 154 ? "It'S not here‘":GOTD U 
OP 155 If H>34 THEH iSB 
HA 156 IF BCIOJ AMP H=6 THEH 375 
HP 157 IF 1=79 AMP H>Z4 AMP 0(HI THEH SC= 
5Ctl0:eEH}=0:GOSUe 390 
hG ISB 7 "DroppedA<HjAL11=1-1:GOTO U 
OP 160 TRAP 650 

BE 161 IF K> 2 e BHO H<35 THEH 7 "An Atari 
C 14«V14^"IGOTD U 
AE 159 Goto bO*+H 

JO IflO IF H=35 AHO B=L AHb A<191=6 THE 
H 7 "It cones away to eeueaJ wires." fB 
(01=1; GOTO U 
65 ±B4 GOTO H 

HF 205 IF 4l= 7? AHP H = S7 AMP B<fl3=l AHD At 
IBJAl AHD Atl47=0 THEH 370 
BH 2P6 IF L=77 AHP H=37 AHO B<07=1 AHD AC 
161=0 THEM 7 "daaaaargh1■ You're fried 
aliwe!";GOT0 395 
GO 209 G0TD K 

HF 210 IF 1=13 AHP M=39 TnEH 7 "'Burglar' 
3 Canvention tonight at the Mansion. 
Hear appropriate dress IGOTO U 
JA 211 IF M=21 THEM 7 "'POH'T CATCH THE fl 
LSS' is scrawled on the fJy-leaf."; got 
0 U 

YB 212 IF 1535 AHP H = 49 THEH ? '"MUM'S th 
p word'' - Signed ' Sybi 1 ’ . ; GOTO u 
KY 213 IF Lt2 AMD M = 36 THEM ? ’'BASE fPr e 
ntry intu hlRh pi acesGOTO U 
GP 214 GOTO n 

GU 215 IF 1 = 2 AMD M^4I» THEH 35B 
GS 219 GOTO K 

MH 22B If n<l>A|, AHO H = 4e AMP A(31-B THEN 
7 "oKh tdu can. enterB (II =o t coto Li 
Cr 224 GOTO H 

KU 225 IF 5131=1 AHD Mtl THEM 7 "A gallPO 
n appears»":BC35 = l f Atwi:?! : I = I-liGOTO 3 
57 

GU 229 GOTO H 

GO 230 IF B<41bL AHD H = 5 THEH ^ '"Hare UP 
u lihe prengesfB(41=1;A(HI £1;nci51 = 
O^GOTP 11 

SA Z31 IF HCBt^l AHP M = 15 THEM 7 '’A caSte 
tte IB tossed at you."^6( 51 = 1 t a ehi' i;A 
c3B}=e;fauro U 
GH 234 GOTO K 


TP 235 IF "<14 UH H>lb THFH S5B 
GR 236 "till P' "i A<H3 =1 : 1=1-1 ^5«T0 U 
UL 240 IF e (61 =L AMD M 41 THEM f '''Ynu na 
y pass.5 (61 :tiim u 
PJ 244 GOTO 360 

SO 245 IF 0(7|-L AWD ""44 AHP A(17J-B int 
H v=7f H=32;GaTD asb 
GV 249 GAig M 

LP 250 IF H<fl OH M>ll THEN 35B 
CS 251 ''OH . A (Ml=l ; 1 = 1-1 ttOTO U 
rt ZBb If ACHlOl THEM iSB 
El 256 7 "OH r: A EHJ-JL ; GOTO U 
na 259 GOTO H 

Fh 262 If B(51=L AMD H = 4 THEH 5(177=L:d'C4 
IS I 31 = 1 " 11 GOTO T 
GH 264 GOTO n 

0G 265 IF B(171=L AHP M=4 THf" L=S7itOTQ 


ICH L = S8;GDTD 1 


FB 266 IF L=37 AHP H= 

HC 269 GOTO tl 

LFY 270 IF B(10]=e AMD 0(21=0 AHP M=b THEM 
7 "OH H ■'E H ClAl =1 ; GOTO U 
&P 274 GOTO Fl 
Cl 275 IF H>34 THEN 35B 

PZ 276 If B<117=L 0"P MP20 THEH 7 "VOU SM 
ash the east 'wall'I "a:0=1:B£11J=1 
Ml 277 IF HtlS>=L AHP M=24 THE" 7 "A dire 
ct hit? Your Foe clutches his chest 
and flees in agunyl "s:B£13l=l 
UK 279 7 "OK.";A(HJ=Lit=I-l:C0T0 U 
4J 2BD IF 0(121=1 AHP H-IS THEM U=12fH=29 
tGDTO 356 
PR 284 GOTO 365 
BB 205 7 "Hnw""iGOTO U 

PA 298 IF B(14}=L AHP M=23 T«EH 7 "The fi 
uure iteJts^" ;B(14I =t thOTO U 
11 291 IF M=23 THEM 7 "OOOHM' You've blQ 
wn yourivir upj":GaT0 395 
PH 292 If MS22 THEH 360 
GT 294 aofD H 

CV 295 IE DCiSlOL THEM lOU 
ZJ 296 IF n(161<>l AHP M=*7 THEH ? '"Your 
effort is feeble:GOTO u 
KP 297 IE M=47 THEM 7 '''Oh! Fomidablef' 
the artist rewards y*u with a tapei.''a 
0(151=1;A(31J=lt7 SGOTO T 
HF 296 COTU M 
AP 299 PEK rrr^liTdTjlZJa 
UJ DATA BASE,30 

JT 302 DATA CUT,1H5,CLIH,165 
JO 303 PAT A P^H jD0'WM,ll,Pff0P,59|DIG.145 
EM 304 DATA E,7,EAST,7,EHAH,65^EoT,135 
KM 365 PATA fOBt,120,FILL,125,FIRE,190 
CM 306 PATA GET I 50 I GIVE,130 
EK 307 DATA HELP,35 
YP 3 b 0 PATA I,20,lHU,2e 
HH 310 PATA KILL,105 

HR 111 PATA L,-9P.LODK,-9e,LEAV,55 
HP 313 DATA H,0,HngT,B 
HH 314 PATA OPE" i US 
OF 315 DATA PnlH.,i95 
HJ 31 B DnTd nUIT,3Z 

EH 217 PATA REMO,155,HE AD,110,REST,45 
KS 318 DATA S,5*90UT,6,SCOH,33^SAUE,43,5A 
V,146,SLIP,10*,SHOO,198 
UU 319 DATA TAKE,50,TIE,160,Thao, 175 
Cl 320 PATA U,IB,UP,10,UHSC,100 
FY 322 PATA M,9,MESI,9,HEAR,15B,HlHP.170 
OS 325 PATA AHGEi14,APEX,41 

¥A 32B PATA BOTT,1,OAG,7,ORIC,2B,BLUH,23, 
e00i(,21,BflUL,32,BLLlE,34 
XH 327 PATA COIM,5,COAT,13,CPOH, S 
JH 320 PATA DUST,ll,DEfE,26,bOOH,4W 
TO 33D DATA FLAM, 2Z,FAAC, 3fl,EIGIJ,46 
BT 331 DATA GLOU,10,GIRL,4 *,GMOH,45,GRAF, 
49 

dS 332 POTA HTll.,44 

JR 333 PATA ICIC,24.lUY,35,INSC,35 
GE 334 DATA JERS,9 
MI 335 PATO KEY,2 
MK 335 DATA LAMP.* 

GH 337 PATA WOUS,6,MINE,29,MASK,0,ROLE , 44 
TG 339 data 0IL,0,OnAH,15 

HK 34B DATA PACn, 25,P'QLei S3, PANE ,35,PnsT, 

39,PICT,47 
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Klepht's 

Csistie 


55 341 DATA lEiMfSl 

JG 342 onm HOPE, 4jBA£a J 18, HE5C ja 

JM 143 DATA 5HFE , 11, SUIT , 1 S > 5PAD , 17,5i:Ht, 

If. STftH,Z7,SPAC,7» 

CD 144 AATft THDO J 3 2 , TABL , lA . TDF^I , 4 I 
CD 347 DATA hdlL,36,MTBE,17,HEMC,4Z>HELL, 

4B 

CH 345 PFH rr^S-TiTiTJ i 

D5 350 ? "VOU c^n't. dO "tbaT i" i AUTO U 
KE 1S6 ? "Vdu fkAd SOHOtkiA9!”:0 IU»"1 iACW 
1-L 

OK 357 rufl H=l TD iSWiWEHT Wt"? 1 SOTO T 
LA SS-d ? “■ADn’t A*? 5 i 11 y ■ ” 3 AUTO U 

DH 3bD ? '■'WOth irio happOr5 , " 1 AUT0 0 

KM 37e ’ ’'Ypu diSAblo tht alarrt bui in do 
inq 40 bJacK out wansipni"tB*01=?? 

3CD1U U 

HO 371 JF dt71=e (3M& ACJS3=1 AKP 6131=1 AM 
D dll01=l THEN 8C2}=l3aDT0 U 
OL 37? ? cl "ft fOOtMPn dppfiars and ChUChS 
VDU jGDTO T 

Cl J73 ? '"Th* dtiftr^s 1 c^c J ^ GOTO U 
HA 375 7 '■'The toy scaois Off,.r"iJlF 6*51 
rl THEM ? '^PUSEV to I 1 OWS 1 " J 3 B 151 =1 
BO 376 &*H?=133=l-i:7 ICDTD U 
OP 175 M=0;r s? "KlepHt ippesrs. , ^ thi^n di 
sappoarE'^i !FOB 7 = 35 to 3*:IF A*71=e TH 
EK A[2»=l:I=I-llU=l 

HR 375 DEMT ZlIF H THEM ? " with your 3r* 
asure"; 

ZL 3BO ? “‘"I GOTO U 

Kj 303 pence CMRt *1251 j"HFieoMe to 

KLEFrtT'S CASTLE.*':? -r? "ctirseB* Kl»ph 

t, a Ipc*] tea-leaf, has nicked 
UI 354 ? ''ypur favpuCLte DTAPI 94Hes' 

DAiy one thino to do, penateat* his 
'castle' and nick 'e" tack‘RETU"" 
lU 390 IF 5C=1O0 THEN 3*2 
ELI 3*1 RCTURH 

(IF 3*2 ? ^'Hel 1 done! You ha^e recovered y 
our priceless treaEures. Mow mch ■ 
en UP tefor* Klepht strihes asalp*" 

GH 395 ? it ''Too scored " j SC j takine 

turns."!? i? "PresB sfnPT for 

another 40..." 

EZ 396 IF PCEH1S33791SB THEM RUN 
UE 3*7 CDTO 396 
ril 399 PEN 

HL 402 AAT6 EtBd«9 beforeioPeat oahZddor _ 
wbicli bears 6 8scr iptiort, 16,1,0,2 
PB 403 DAtn onlrouyh track i eadBdZthrou'ih 
IvAod. Sun-dappled ieavet2catch your e 
ye,B,l,«,-l 

dO 404 AATA LtlearBg, Before you if 3str6 
ge tower , 0,0,0 ,-‘I 

KG 40 * ADTA B 2 tow*r. D stairCase7spira1* 
above you,0,0,-i.U,i 

AH 4b 6 AAin OP 6 iron staircase,0,0,0>B,i 

Vi. 407 AATA DnlpiatfOPM atztop Of 2»tair 
5 ,Bj-B,B,1.,0,—1 

AB 400 AATD on3balcony. ViEibie is2 roof 
of3yreat pitsion. A face peers frDM3gab 
1e wBdPW,0,-l 

UO 4b 3 tnin on crunchy grav*ii0,-7,1 
ZH 41 B ApTA IguEtg driveway flbhetf7by foe 
exaifples of top i ar y, ^1,0,1 
LP 411 OATA hy WTOught-iron gates. TneyZa 
re flupg open 8vitBgly,-1,AO,0,1 
HI 4ta pnTA Ileafy i6e,e,-l,i 
ME 413 AAia ailbend fl2loe. On37Tr*e there 
'E3Fa> ter,- 1 , 0 ,D ,1 
Mb 414 AATA atlcross-rnadS,!,-1,2.3 
DV 41* data by3sl1ent pool. An. air Of7Has 
ic prevai1*,o,0,-1 

VH 416 AATA on3footPatb leadOq sDuth7acro 
SB waterlogged fields,-? 

HD 41? OATA 8 your hO(^e village. A well7a 
Tbds on2sreen,62,-3 

MO 410 AATA ivtstibule, ft gr6d hall71ies 
ahead: there are 9t to7east 6d west,!, 
3,-16,14 

Bt 419 AATA B2mmi hall. PaBtBgs7adO'ri™ rve 
rg waiL. n fOe stoircase7dOH5ates2Hidd 

le,e, 0 ,-l,a,23 


hK 420 AATA iJong 9 ,'a,i>u ,-2 
CB 431 onln dZeasT inunge,1,0,0.-i 
CO 422 onin 19 IBerf with oak7p6e1 a,2,0,- 1 
, 1 

HG 423 AATft UCk 6 tine' A COhWly wpntliZS 
Hi Iat you,0.-1 

IL 424 OATA ldu»ty 0. A1137furniture iE c 
uvered up,b,b,-2,i 

CF 426 AATA 19 loed With HbyZbOOhCasPE,B, 
-1,0,1 

Tu 4?b pftTA iconservitory overiookOg tri* 
gular-sbaped gardens , 34 ,'■i, 0,1 
CF 437 PATH ISHelly 9,A.-1,0,1 
CP 438 AATA ikitchen. Hot air tilas?E7fron 
ovens,e,-1,1d o , B, 5 

MM 429 OATA aZdSBg ball. CutleryZEparkles 
odichBdelier eh iw^rs,-1,1,2 
vu 430 AATA le of WOK e f r i si es, 0 , 0 , e ,-3. 

HP 431 BATA Bluest lounge,-2,1 
r? 432 AATA llDrtg 9 ,0,-14, 0,-1 
ZU 433 DAlA IwQe c el 1 ar , 8,0,01, B,-* 

HB 434 AATA IB with lots pf Space,!,I 
VI 435 PAtA 11ow narrow 9. SOHP graffiti 
is carved otn 6 oak panel,8,1,0,—1 
LN 436 AATA iit2serv6t's quarters , A, 1-1 
AC 437 DATA ICDlDurful nursery, TheZceiia 
n is open-pl6,1,1j0,-1 
LD 4SB AATA ISHall bath0,1<B,U,-i 
IL 439 OATA 62l4Undry «,B,B,-1 
VE 448 OATA ibathB rerpiendent withfitteg 
E of polished brass,8,8,0,1 
HU 441 AATA BZnaSter bedB,B,-1,8,1 
HH 442 BATA onJlbding. foZeast 67archway 
Kera 1 dsSsutiptunus bedO; 3* Leads west, 
8,-1,8,1,0,-23 
TU 443 DATA ILyw 9,0,—1,6,1 
AO 444 AATA 0 6 ante-Q,0,-1,1 
Ktl 445 AATA D2gun-0, C^heetsZouar f low Wit 
h aiiver tropbies,-1,1r1 
py 446 DATA igallery full of art7treasure 

S,0,1,B,-1 

IF 447 OATA in perfect fpr AuietZrefl*cti 
□ n! Instead of wall* it has7Piirr*rs, 8, 

O, B,-l 

5J 440 ADTA lolnrji hole. A ladder71e»dp u 

P, 8,a,1,-1,9 

Al 449 ODTA llpw *. FrOH bPlvH Zborth dOO 
r rise dr*dly f uwe s j atfa 11 oppociie is 
very cold,1,7,2,3 

KF 46 B AATA 6 6 evil 8 . A ppiSOn7clyud 60 
vers F«nBeBgly,e, 8 ,-l 
OS 451 data 18 Of perMafrost,-a 
IC 452 DATA at3weET end of 2 inw? 9 . The nor 
th wall radiate*37fieree heat,1,-3,2,3 
%V 453 AATA la of fire,fl,®,-l 
LS 454 AATA lauperratuf41 8 . AZuhost cowe 
rs 83cvrfi*r,-l 

IIG 460 DATA S2>u9sier's 8,6,-3 
Cl 456 DATA attend of3*- The7e»st door is 
MPhed witb3'H* ,1,3, 3,-7 
HK 457 AATA 1itudlO,8,6,-1,B,8,-9 
KR 456 AATA 18 Hithitable 47biA hole e3fl 
nor,-2 

HB 459 AATA O Hlepht'S 8,0,0,8,-3 
LU 460 DATA *n3SM3l I p*tlO. AefT1 11 “tUt7he 
dye* border ne#t gardens,7,i,-34,4 
OU 46L Data 4cd Luw, b, 1,0 ,-1 
Mt 463 AATA 4f1ower-bed,*,1,0,“1 
UR 463 onTn 4dUCb5,a,B,8,-1 
PT 464 AATA 410 luii(9,8,-4,0,1 
VG 465 AATA 4bed Of p1615,4,-T,1 
HM 456 OATA 4SW6B,0,-1 

av 467 AATA by 6 ornawrbtal pond, Llly7pa 
da lie (toti onl rSS, 6,3 ,-7,1 
IK 468 AATA anipath bispc tiOH awn, Nearby 
j f3 hd] e-hil1,0,-1,0,1 
TF 45* AATA icryWB,B,-1,-4 

TO 470 OATA unJpathway. The grass ha*?bee 
n cut with geoMetric precis ion,o,1,0,- 
3 

PA 471 DATA by 6 eagIe5,8,0,-9,-1 

DF 472 DATA 4peatdCkS,0,1 

PH 473 AATA 4fountab,2,1,-6,-1 

FU 474 DATA epigeonD,B,o,0,-1 

KP 475 DATA outsideacircuIar huild8g.7An 


Stercoh li here,JrO,-2 
F5 475 DAin on[3qai leon 8 full sail' Thvpo 
ul thoudb wupi't lend -iiselt to reatsof 

qre^t ndVigat Inn.o,o,8,6rB. 61 

IT 477 DATA bv 6 iVy-Clad WJ 1 I,0,0.o,-b6 
MR 478 pnTA bZsumhpt ■house,0,A.-1 
VK 479 DATA Icosv cuttaqe tilled withspar 
aphernalin « f 3 c OHPUtrr - i9Ut , 0 . o, b 2 , 0 ,a 
. a 

N1 490 AATA I,B, 46 , 2 , 5 a,Id, 6 ,15,76,23,76, 

55,33.75,15,66,5.55,16,35,16,0,34,47 
HG 491 DATA 78,32,5*,26,65,29,1,57,38, 10 , 
76,D,7*,8,79,0,77,0,31,a,53,0,45.0,61 

6P 493 data 8,54,1,10,1,34,1,34,1,1.1*1,1 
,1,1,1,1,76,1,46,1 

Mb 495 AATA 1 B 4 , 169 , 16 ,141,40,2.la*,6,141 
,41,2.16*,15,141.31,6,173,341,2,73,3,1 
41,243,2,173,31,6,141,36,3,*6 

IF 4*9 nen [iI.WM E 
5F 5 oe AATft an oil 1awp 
HO 581 AATA a bottle 
CC 6a2 DATA a hey 
KV S83 AATA a crDWbpr 
FL 564 Dnfn rope 
CP 50$ AATA a cnin 
EU 586 AATA a HOUSe 
HU 587 DATA a baq 
TF 586 AATD a Hash 

YH 50* AATA a jersey 

VI 61D AATA qlpweS 

511 AATA m dust-sheet 
UE 512 DATA a suit 

FP ai3 AATA > coat 

AH 514 DATA anqelica 
FU 516 data oranoes 
H5 516 DATA tablets 
PM BIT AATA e spBde 

lU 518 PATA A razor 

z5 519 DATA a screwdriver 

05 526 AAtA a brick 

Ml 521 AATA a bonh 

TK 522 OATA a flane-thrower 

Kl 523 AATA a blunderbuss 

TB 574 DATA an icicle 
nR 525 DATA 'Pacnan' 

UB 6ZB AflTA 'Defender' 

IE 527 AATA 'Star Raiders' 

KC 530 OATA 'Space Invaders- 
LD 529 AATA 'Hiner 3a4*+er‘ 
ax 538 RATA 'fiescue on FractelUS' 

Rft 631 AATA 'OIX ' 

rF 532 AATA 'B6UIderdafh' 

OH 533 AATA ‘‘Pole PuAltion' 

ZE 534 DATA 'Blue HAK* 

EU 5*9 BEH ia:r4:ti:i4 

JZ 6BB ? "Burnihg briqht1y.":GOTO U 
J5 681 ? "A ship's inside iT,"JGOrO U 
HG 6*2 ? "Tiny."SCOTO U 
HI 6*5 ? "Old currenCy.":GOTO U 
ZA ODC ? "Eeh F It's C 1 pC kworh r " E DOtCF U 
ZI 667 ? “Harked 'ihAG',":CD tO U 
VM ta* ? "strfped:GOTO u 
UU 611 ? "Hoth-eaten.“iGOTO u 
PB 617 ? '♦Skin-tlgbt asbeitoS.! tOTQ u 
SV 613 ? “Lined with fur,"ifiOTO U 
8H 614 * ''Anti-pn ison GOTO U 

TT bl6 ? "Peiign-er tab LetsCPto U 
621 ? "Titiei 'Old Guns'."iCPTU U 
PT 623 ? "Ciogqed OP,’':G0T0 U 
X5 624 ? “Sharp * deadlyEGOT0 U 
MH 636 IF BCeiDL THEN ? "screwed in place 
.";CPTD U 

HM 036 IF L = 77 ftHA BfaJSe THEN ? "DinqB!’' 

;B Cfl3 =L:GOTO 957 

64 b4Z IF N=4Z AMA L=73 THEN ? "It'S Nell 
6wyni«':GCTD U 

CF 643 IF «=43 AND Btl6}=L TMEK U=16iN=0: 
aoTC 356 

TJ G45 IF NI45 AHA B USS =L THEN ? "The *□ 
mated garden var i ety."! cntO U 
trt 646 IF NS46 AND B*l4>=L THEN ? “A Nadi 
we TusE aud's re jec t.: tOTO u 
BJ 64B IF H=4B AND L = 17 THEN ? “In t[%e St 
one iS carved 'Sib's a fib''''lGDTQ U 
TU 650 ? “EXdPiine-d : 601 0 U • 
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Ay A <^1/ COMPUTER 
W I Awl% PRODUCTS 


^ CENTRONICS PRINTER INTERFACE | 
400, 800, XL, XE [Any 8 Bit Atari) I 



TYPE 72000 

* ANY CENTRONICS PRINTER 

♦ NO software needed 


• all CABLES SUPPLIED 

• EASY TO USE - JUST PLUG IN AND GO 


• TRANSPARENT & CONVERSION FEATURES INCLUDED 


• FUU YEARS WARRANTY 


FREE 40 PAGE 
CATALOGUE ON 
REQUEST OR WITH 
ORDER 


MttPMOBf LIMITED 
38 Farrt*ri Way, Hettierlon 
Mttr»vttdc L30 4XL 
T«l: OSV521 3202 



TRANSDISK IV 

Commercial tapes.CAN be 
transferred to disk!* 

READ ON! 



Are you ttred of waiting Icr cassette games to toad? Would you like to 
iransfer Ihem to disk lor taster, more reliable and coevervient loading? 
You may have heard or read I hat this is not possible, Welt, not only is 
it possible, but there is a program, Transdisk IV, that will do It all auto¬ 
matically, you require no knowledge of cassette protection teohnkjuesi 
To put rl simply. Transdisk IV will read ANY Atari cassette, (sir^gte, multi¬ 
stage, non-standard format, 64K - no problem!), remove the protection, 
then p lace it on to disk f or you. Plu s, to load and ru n the new disk ve rsion 
ot a cassette program requires just one keypress from a conveniem, 
auto run menu disk. 


The cost of this, the most powerfuJ tape to disk utility lor (he Atari is just, 
£24.95 inclusive of first class delivery. Also comes complete with com¬ 
prehensive instrvciions which were specially written with the cassette 
upgradar and first time disk user in mind. 

fisquires: Atari SOOXL qt T 30XE Ccmpufer with tihve andcassetto 
recorder, 

that nor only wlit yao sav« monay dn upgrades to dfsh 
fW fhtfy ata avaiiatto) buf many games ere only avatfabta on cas¬ 
sette anyway so Transdtsk tV has to be a worthwhlfe fnvestmentl 

Send an SAE or phone tor more details of this utility. 

Make Cheque or P,0, payable to DIGICOMM and send your order to;- 

DIQICOMM 

170 8radwell Common Boulevard, Milton Ksynes, BUCKS MK13flBG. 
Tel; {0908) 6&370e 

Damon$tT 0 tioh$ arranged for caiters by appointment 
Tor your convenience from the original cassette only. 




All about 
Atari - 
every 
month! 


# Atari 8 bit news 

# Up-to-date reviews 

# Exciting features 

# Your letters answered 

in the exciting June issue of 
Afar/ User you wili find: 

# A second look at the Eidolon. This time the sutafect is 
mofisters. 

0 All the latest games reviews; Grand Prix Simulator, 
Rockford and many more. 

0 An in-depth appraisal Of four language tutorials tor 
your Atari, 

0 Build a quiabox - another superb gadget frorn our 
electronics gontUS. 

0 Clay Pigeon - a tast-actfon shoot-'em-up arcade game. 

0 We take a close look at the P‘Rr Connector, the latest 
equipment for the S50 interface ho*. 

0 Remember Home Filing Manager? Convert your data 
discs to WP Ascii format. 

0 Add the professional touch to ydur disc-based routines 
vvith our superb Autorun program. 

0 Enter the dungeons with the help of Rouloc, our 
resident adventurer. 

0 All your programming problems solved by our technical 
wizard. 


All major listings in this issue are accompanied by 
checksums to help overcome typing mistakes 

PLUS Your chance to obtain the incredible Atari Us&r 
Too/kft which adds 10 new commands to Atari Basic. 

Make sure you get every rssue before they reach the 
shops by conrplef/ng and returning the coupon betow. 


— — — — — — — — n 

Please send me the neiff 12 issues of Atari User 
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Briiain’s leading Adventure company h also the only one to 
have supported the Atari from the beginning io ^ejtist had to go 
and get the dejinttive mterzdevt. Armed teith QuesUotis set by 
Garry Francis the Editor set off on the trek to deepest Berkshire, 
Pete Austin f knoofing hozu hotv easily intrepid adventurers can get 
lost had sent TV^'O maps so finding Level 9 was easy but the 
Level 9 offices were as unusi4al and interestfitg as some of the 
locations in the adventures! Pete and Mike Austin met us on the 
lawn and after a quick tour of six levels of Level 9 the FA GE 
interview began by missing out all the routine background that 
you already know and getting straight down lo the really 
interesting stuff, 

Aiost of OUT questions were directed to Pete Austin bur brother 
A'iike Joined in and also answered most of the technical questions. 


MASTERS of 
ADVENTURE 


(and 


people too!) 



When you were at Cambridge University you were 
studying Natural Science. Did you develop your 
interest in computers from there? Yesj that’s right, I had 
been rather envious at school of people who did the Computer 
Studies course at the U>cal technical college so when 1 went to 
University, although I wasn't actually doing compuiingj it 
made it quite easy to get tinie tm a computer. The first 
program I did was Conw^ay’s Game of Life which I had always 
wanted to do. It started from there. 

Most people think that your first program was an 
adventure but you actually wrote a few programs 
before you went onto adventures? We didn^t start doing 
adventures until several years after I had finished University. 
In fact T didn^t play any adventures there^ what 1 was actually 
doing there was Fantasy Vt argaming. On the computing side it 
was wHiing games like arcade games. 1 did a Pinball 
Simulator, 3-D Noughts and Crosses and other sorts of stuff. 

Did you continue with your Natural Sciences or give 
that up when computers took over? I ccintinued with that. 
My first degree is in Natural Sciences. In factj 1 switched over 
to Psychology which w^as probably a mistake because 
Psychology is a load of waffle but I ended up with a degree in 
it and then stayed for another year to do computing formally. 

When yon left Cambridge did you go into a regular 
Job? This was before there was any real micro market. There 
were kit machines coming out and the Z80 was around but not 
much else. If I had been sensible I would have stayed at 
Cambridge and gone into Acorn or something similar, like a 
lot of other people did, although at that time the money paid 
for that sort of thing was pretty minimal. I joined a Software 
Consultancy to work for banks in the city, I stayed there for 
about a year and a half and then went to Perkin-Elmer, w^ho 


are currently called something like Concurrent Computing, 
they manufacture minis, I worked on system software for them 
and then moved on to Hewlett Packard which was definitely a 
mistake. I went there thinking that they were doing original 
software but it was in fact just maintenance of stuff that had 
gone wrong at the prototype stage. j 

So how long was it fronn the time that you left I 

University before you started Level 9? About four years f 

before I went full-time on Level 9. I had been doing a certain I 

amount of Level 9 as a hobby back in the Perkin-Elmer days. 

Who was involved in Level 9 when you first started? 
f Mike) When we first started it tyaj Peter and myself and Nich^ 
the three brothers which was in about I9SI. We started off 
writing Arcade Games and Utilities on the good old bibascam and 
then after about 9 months to a year we wrote the first adventure 
game which was Colossal of course. (Pete) I found Colossal 
Adventure at Perkin-Elmet running on one of their machines. 

I thought that we could do this, in 16K on a micro and in fact 
we did. The main thing that we got right at that stage was that i 

we actually wrote a system, we didn't write a game but we 
actually wrote a system which interpreted a database. 

Virtually, everybody else writing adventures at that time, in 
fact e^^erybtidy that I can think of, went and wrote one-off 
games. 

Did you do that as a deliberate policy, actually write 
a system first? Yes. Well we realised that about half of the 
work in Adventure games is in the machine code, is in driving 
the machine and in the compression routines you w^ant and so | 

on and we figured that we could produce sort of a family of « 

games rather more efficiently than a one-off game and this was ^ 
basically the way to do it. Fairly rapidly, we then realised that ^ 
you could put versions of the adventure system on other i 

micros and get even greater efficiency and access to a wider 
market because at that time every man and a dog was bringing < 
out a micro. (Mike) The BBC had just been announced. So we * 

were asking ourselves how can we get this game onto a 6502 if we 
hard code in ZX8Q, 
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Iw LEVEL 9 team > Mike, Nick, Pete 


Going back to Level 9 as {use the thr«e of you, youVe 
carried it on as a fainily business ever since^ Has that 
been a deliberate decision Is it just the way things 
worked out? It’s been a deliberate decision. (Mike) There are 
quite a ht of other people who work for U5 »mostly on a freelance 
basiir (Fete) The big advantage is that you have to specialise in 
micro companies. It is not possible for one person to do 
everything. I tend to deal with the design, Mike in the past has 
tended to deal with Adventure coding and Nick has dealt with 
machine coding and transporting different games to different 
machines. It's slightly more complex but that is basicaJLy it. 
Because we are a family we can trust each other , if we weren't 
related and say Nick left we would be in dead trouble because 
it wcruld take us a long time to work out how to transport the 
games onto different machines because all the knowledge is in 
his head so basically, the stability of the family is essential I 
think to run the business effectively and efficiently. 

Did you have an Interest In Dungeons and Dragons 
when you were at University? Yes. 

Is that where Level 9 really started? Well the name 
Lev'el 9 was designed lo indicate a level of quality, it was the 
highest level that you get with a one digit number. 1 started 
with D & D. The form of D & D that we played is very unlike 
that played elsewhere. 1 have seen other D & D groups and I 
don't much like them. We played political D & D where, 
frankly, if you had to fight your way oui of a situation then you 
had done something wrong. The basic idea was to do bluff and 
blackmail people in the game and use political intrigue and spy 
techniques and that sort of thing. 

So there was much less Fantasy? Fantasy was a big part. 
If you watch ordinary people play D & D they go up a 
corridor, they kick in a door, they throw in the fireball, that 
wipes out the monsters, they go in and take the treasure then 
move on to the next dungMH and repeat the process. It’s not 
particularly skilled, it^s not particular fun although they seem 
to enjoy it - you know. I've wiped out the 10th level dragon! - 
when in fact the poor beast is just waking up when everybody 
descends upon it and hacks it to bits. 

Did you have a particular character and do you still 
remember It? I had a large number of characters. My 
favourite one I guess was a character called Sam, who got to be 
incredibly good at light spells, in fact he provided street lights 
for the local city. One of the things he did was get a contract 
for the street lighting which indicates the difference in our D 
& D, but he was also a Necromancer and he went around 
wearing darkness surrounded by Zombies, in his other life 
down the dungeon. 


Lg 

Your first game was called Fantasy? It wasn't our first 
game, it was our first kind of role-playing game. 

What type of game was it? It was a game with about 30 
locations. It had people wandering about and essentially it was 
one of the few games where the other characters were exactly 
the same as the player and they were all after the gold as well. 
What made it amusing was that they had quite interesting 
characters, each had a table of attributes, some of them were 
Cowardly, some of them were strong - that kind of thing and 
we gave them names. There was one called Ronald Reagan and 
one called Maggie Thatcher and so on (Mike) and there war 
Ghengis Kkarif etc ... (Pete) so you could wipe out your least 
favourite person! 

How does It compare with aitything available now? 

I’ve not seen anything like it. It's the sort of thing that worked 
very nicely as a hobbiest game or as a sort of experimentation 
game. 

Your first commercial game as Level 9 was Colossal 
Adventure? ( Mike) Yesj the first commercial adventure game. 

We did quite d hi of arcade games under the Level 9 name. (Pete) 
Out first two products were this Fantasy thing and Extension 
Basic which still looks very good. (Mike) Basically, tohai ii did 
woj ir took the standard Microsoft Basic on the Nascom which is 
fairly similar to the Bk basic on the Atari, and made it into an 
equivalent of the BBC basic in virtually 16k. 

Why did you release Colossal Adventure? There were 
lots of versions around at the time, { Mike) / didn^t have 
access to a computer to play it on so ! just had lo write a version! 

W^as it based on any particular implementation? I'd 
played the one at Perkin-Elmer about a year before. (Mike) 

There were a lot of versions on it on mainframes bur not on micros 
at that time. 

You made a couple of changes to the game, for 
example, moving one of the treasures and adding the 
end rooms. Why did you do that? The only thing that we 
actually moved is the food which we put in the forest. It was 
really because there was a lot of forest around, nothing actually 
to do wiih the game. We put the extra rooms in because we 
had told everybody that there would be 200 rooms and when 
we counted them up there were only 130, so we just had to put" 
the others in! 

Ever since then most of your games have had around 
2(HI rooms. That really has been one of the criticisms of 
Level 9 games, that you have to spend a lot of time 
wandering about doing nothing. Yes, we didn’t realise 
over the years that our games were taking longer to actually get 
through because of number of rooms. The number of rooms 
didn't actually go up it was just that you had to do more 
rooms. We have overcome that in our new games from Gnome 
Ranger onwards — it was taking us too long to play them on all 
the different versions so we now have a policy that you can 
play this thing, if you know the solution, in about half an hour. 
(Mike) Obviously, we have done this partly fry the cutting down 
of the number of rooms and partly by the way the games are laid 
out so they are now much more a sort of square map rather than a 
very long linear one. (Pete) I think that most people have 
become quite bored with mapping. Now, you will get some 
people writing in saying that mapping is great, I enjoy 
mapping but I think that after you have played a few 
adventures you really don't want to map, you wsnt a fairly 
simple organisation of rooms which is fairly simple, fairly 
logical - no need to map and we tended to go over to that 
rather than the labyrinth type of games we were designing 
three years ago. 
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Yqur it£Xt game was Adventure Quests There are 
some wonderful ideas in that like the four elements in 
the difTerent regions and the teleports which w ere quite 
hard to grasp- Do you think that parts of that didn^t get 
through to people? (Afike) You C£ifi never ^et everything 
iicrois to everybody r A lot of people did figure if out. We have had 
people coming up tom at ihaws, sayirtg so, (Pt;te) It is not 
absolutely necessary for everybcjdy to get every single thing 
out of the game. 1 try and design them fairly Logically and put 
in as many different things as I can although there is a danger 
that you overload the game and it becomeh confusing. 

Would you do it any other way if you were w riting 
that adventure again? I would make it less linear. 

Adventure Quest was the first game I actually designed from 
scratch and its a ver>^ linear game. You go through about eight 
different 7 .ones but you have to do them really in order. 
Nowadays, I prefer games rather more like Dungetin Quest 
which is the one I designed after that where you can \vander 
around in a reasonable area and there are groups of puzzles 
within that, If you get blocked on one group you can go and 
try another area and that I think is probably the sort of thing I 
want to design nowadays. 

Dungeon Quest was the third one and that completed 
what you call a Middle Earth Trilogy, You released that 
with graphics under the Jewels uf Darkness, why did 
you not call it Middle Earth? W ell Rainbird chose the 
name. We were in fact going to release it as the Middle Barth 
Trilogy or perhaps the Colossal Trilogy, 

From there, you went on to science fiction with 
Snowball. Do you know of "The .Mote in God's Eye'? 
Were you inspired by that in any way? No. I think I 
quoted "The Mote in God’s Eye' in the bibliography section 
purely because its a good book and Niven designs his science 
fiction universe properly. 

Was that an inspiration to you? No, not at all. 

In Snowball the player’s alter ego is Kinri Kimberley. 
Is Kim a male or female? Neither. (Mikej There is aciualiy 
a reference to that. (Pete) The theory is that that was one of the 
things that interested play^ers could find out. Kim was picked 
to be either male or female but in fact, if you look in the 
packaging it credits Miss Kimberley’s wardrobe .... (Mike) 
although it doesn't actually idy that in the game. (Pete) They do 
that with science fiction books, you find that cover is nothing 
to do wdth what happens in the book so we might have done 
the same thing in our game. 

You advertise Snowball as having 7,000 locations* 
Does it really have that many? Oh, yes* {Aiike) They are 
aU rooms in which you ctin leave objects. (Pete) They’ve also all 
got code lights on the ceilings and they are different code 
lights. Obviously they aren’t dramatically different to each 
other. 

Is it possible to visit 7,000 different rooms? Yes and if 
you had 7,000 objects you could actually drop an object in 
each room. In fact you can’t but you can drop an object in a 
particular room and it will be seen in that room and nowhere 
else so they are different. 

You next went onto Lords of Time which was 
designed by somebody else, i believe Sue Gaizard 
designed the game and coded it* How did that 
collaboration come about? Sue sent a design in. I didn’t 
like the initial design but she redesigned it and it was quite 
good. The design that w^e eventually used from Sue was 
excellent on detail of background, the puzzles tended to be 
awfully easy, basically you examined things and gave them to 
people so 1 added a few^ other puzzles, for example the icicle 
one, and the resulting game w^orked out quite nicely. 

So you are quite happy with that? Yes that is one of the 
ones that I am happiest with. 


Was that going to be part of a trilogy originally? We 
were hoping Sue would do other designs. She did in fact 
submit another design but it was very one paced. One of the 
problems in adventure designs is that first of all you must stick 
to the subject and a number of people send in designs where 
they have clearly run out of ideas half way through. My best 
example of this is someone who sent in a Bermuda Triangle 
game and the first pan, of a three part game, is all about the 
Bermuda Triangle, UFO’s - all gotnl stuff, but then he ran out 
of ideas and so in part two you just went down into the cave 
below this island in the Bermuda Triangle and it went back 
into standard hackneyed adventure stuff. You would be 
surprised how many designs fall into that problem. The 
second problem with designs, which is more subtle, is that 
they do stick to the subject but they stick to it tt>o rigidly so 
you have 200 rooms all of which are wandering about in some 
gigantic swamp, for example, and after about the 50th room 
you get sick to death of this gigantic swamp so you need to 
have variety but it needs to be all within the one overall theme. 
Sue's second design was all too one-paced, all too similar. It 
was an undersea one with Neptune and so on cropping up, the 
theme was that Neptune’s kingdom had been attacked but it 
was ail about going through the ruins of his kingdom. I would 
have liked the occasional pocket where the kingdom restores 
everything in its original state and was all nice and cheerful 
and people were enjoying themselves and so on. 



Mike Austin trying to solve an adventure) 


Have you had any collaborations since with other 
people? The games Red Moon, Price Of Magik and Emerald 
Isle were all based on original ideas from other people. (Mike) 
We did quite a lot more work on thorse. 

Lords of Time has got nine levels. Is that anything to 
do with Level 9? (Pete) Of course, (Mike} There are a lot of 
references to 9 in most games. 

Are there any personal references or tie-^ins in other 
games? (Mike) Fer. At least one or two in each game. (Pete) 
We tend to put in references to the number 9, Personal 
references, not really. Political references - quite a lot - yes! 1 
try to avoid settling grudges too publicly but you can get rude 
about people in games. You have to avoid overdoing it because 
the reader/player is probably not interested. 

In Return to Eden, you said the Eden universe Is like 
Larry Niven’s ^Future Space’. You also referred to 
Harry Harrlsons’s ‘'Deattiworldl 1’ in the 
documentation. Can you explain the references? The 
game wasn't ctJpied off other things but there were similarities 
and people who liked the aggressive vegetation would like the 
Death W'orld one, other people would like some of the short 
Stories by Larry Niven. In fact, in later games I stopped 
putting these references in because people claimed when I put 
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a reference in it meant that I had copied the ideas which I 
never do, so although I thought it w^as a good idea I decided to 
stop doing it. 

Red Moon won a lot of awards but some people didn’t 
like it because of the Dungeons and Dragons style of 
fighting monsters. Why did you introduce that? We were 
trying out different styles^ [n fact, in Red Moon the whole 
point ibi that killing people is pretty pointless. This is one of 
these sledge hammer moral messages that we occasionally get 
in there. If you do kill people they^ just come back as a ghost 
and you have to kill them all over again. {Alike} Some people 
have finuhed the ^ame in that tvay but it is incredibly tedious. 

Specifically on Red Moon, [ was quick to discover 
chat you can bury a monster to get rid of it without 
losing hit points. Was that a bug? Yes. Thiit gut left in 
because we did nut realise that the bury bug was in there, it 
was in the standard system and we didn’t realise it was there. 

And you could also finish the game without actually 
salving ail the puzzles,. W'as chat intentional? Yes. In all 
of our games you can solve them without solving all the 
puzzles. Generally speaking, where puzzles are difficult I 
provide more than one alternative way of doing it, particijlariy 
nowadays. (Mike} To get a maximutft score you need to solfe 
everything. (Pete) I also quite like putting bonuses in. Even if 
you go back to Colossal Adventure which w^as the first one you 
could finish that and there were a number of bonuses like 
leaving the magazine in Wits End which you didn’t have to 
solve to get to the end, so it is in the original tradition. 

How much of Red Moon was David Williamson^s and 
how much was yours? The map and monsters were his. I 
took his magic system and made it slightly more consistent 
because he tended to have arbitrary spells and I put it into a 
system basically to make it easier to code and easier to use, 1 
put in the spell fiKzus idea for esample because it gives yt}u 
more things to look for. Basically, though, the atmosphere, the 
setting itself was his as were the majority' of the puzzles. 

Red Moon had some interesting ideas such as the use 
of a focus for magic and the way the iron inhibits 
magic. Were these based on real world magic or are 
they just inventions? The focus thing is something which is 
used fairly widely. (Mike} Thar’s kind o/folk lore* The 

fact that iron inhibits magic is teal w^orld magic, a sort of 
British fantasy idea, it^s fairly well known that iron being 
around is bad for magical creatures and bad for magic. 

Do you try and put that kind of semi-factual stuff 
into your games? I am trying to in the more recent ocick. 

Red .Moon and Price of Magic were kind of set in the D Si D 
lype environment. If I do Magic now, as I did for Knight Ore, 
I try to avoid mixing my sources, Tm trying to stick to magic 
in the British Isles. You wonX I hope, see Egyptian mummies 
and so on cropping up in our games not unless they are set in 
Egypt. 

The Price of Magic continued in the same vein and 
seemed to be influenced by the Dark Ages. Did you do a 
lot of research for it and do you do research for other 
games? Price of Magic wasn’t my game. It was a David 
Williamson design which I added to so I didnY do the 
background, hence not much research but for things like 
Knight Ore and the magic system in that and in games 
following that and indeed the games I do myself, yes I do 
research, I make lists of relevant locations, connected ideas 
and so on. 

Arc there any plans to do another one to add to Che 
Price of Magic and Red Moon to make another trilogy ? 
Well, we released them with Lords Of'fime as a trilogy. The 
[heory is that they are set in a magical equivalent of the earth 
and there is a large scale battle over these two linked worlds. 
Our owm world, which is in Lords of Time, and its magical 


twin which is in the other two and using this idea we have 
linked the three uigcther into a trilogy already. 

Let's go on now to the actual programming side of 
things. How do actually start to write an adventure? 
Could you briefly explain the ideas and the coding? ^'ell 
we start with a design w^hich has got a map and a play sequence 
and a list of puzzles and a list of objects. / Alike} We have a 
standard adventure system and you can basically just enter the 
text and wander around from room lo room and doors zcill opeti 
and shui and all this sort of thing vfiU happen. (Pete) To 
regularise this slightly, I think you start by entering prototype 
room dcBcriptions, fairly short room descriptions whth the 
exits table, object names and that son of thing and when that 
is entered just using the standard adventure as Mike said you 
can w^ander about and do things - none of the puzzles are in 
there of course but you can wander about and check that the 
game looks alright. 

Do you make changes to the design after that stage? 

(Alike} Only where toe find that things are too difficult to code or 
for some other reason they won^t quite work but that is quite rare. 
For the most part the desig7i usually as It stands. (Pete) 

Yeah, it usually does. Occasionally, Mike thinks of better ways 
of doing things. 

But basically the adventure is written as a whole 
before it is actually coded? Ycb, It Is worth saying that in 
the later ones when it is finished ws play through it and we 
now' have about a months play testing and we do take the 
results of the play testing quite seriously. This is from Gniime 
Ranger onwards. (i\4ike} Quite often nowadays^ we fnd 
alternatwe ways of doitfg things that we oughi to allow. (Pete) 

We also, where people find puzzles hard, put hints around the 
place or make them easier. 

Mow long does it take, ty'pically, to conceive the 
adventure and get it through to final coding? In lapsed 
time, it seems to be about a year to get a game out. (Mike} The 
different stages — probably design takes about three months, the 
codifig takes about the same and then a month or ftw of play 
testing and bug fxing. Additionally f other people are writing the 
text and drawing pictures and so on. 

When you have finished the design is it as a straight 
English text description or is it flow-charted and 
mapped before it goes for coding? There are various bits, 
there is a map and there is a lisi of objects which contains a 
description of w'hat you can do with them. Nowadays, I do a 
cross between a play sequence and a list of locations in that I 
iry to describe what happens in each location in the order in 
which you w'ould come upon them in the game. I used to do 
both a play sequence and a list of puzzles. 

I believe that you are currently working on a new 
game called Lancelot. Can you tell us anything about 
the inspiration for that? Yes I wanted to do a proper 
Arthurian game basically because I was afraid, for example, 
that Melborne House would get the idea and do what they did 
with Lord of the Rings on it and I thought I had better get in 
first. Within games, I try and tackle a game from as many 
difTcrcrit directions as I can. On Lancelot for example, 1 did a 
lot of research I got a Jot of Arthurian books, 1 precised the 
Mort d^Arihur and so on and tried to find out what incidents 
and settings and so on work in the game. Additionally, I know 
what features our adventure system has got, it allowB ytju to 
order people about and have multi-character puzzles and 
makes that quite natural so I was determined to have a 
reasonable number of them. The big developments recently 
are that we are now' farming rather more work out to outside 
pet>plc, I used to write the text for example, but over the last 
year I have found that it is a good idea for me and Mike to do 
an initial version of the text and then give it to outside authors 
w'ho add their own gloss and bulk up the descriptions and pul 
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in their own feeling about the world and that greatly improves 
it. We al$0 use a freelance artist nowadays. Before we had an 
in-house artist but using freelancers seenis to get us a greater 
variety of styles. 

Are these professional people, professional writers? 

Oh yes, yes. It used to be that you would try and get gifted 
amateurs and so on but the advantage of using professional 
people is that they will usually stick fairly closely to a deadline, 
whereas with amateurs it is a hobby with them, it doesn't 
really matter. It is fairly important as the pictures and text 
tend to be the last thing that gets done. 

Why are you doing that? Is it to try and get more 
variety or for another reason? Well, it gets more variety, it 
gets a better job. When I have written the text I tend to run 
out of ideas, there are only a number of limited ideas that I 
have got in each period of time and I have to slow down and 
take a break and then go back and write some more teitt and so 
on. If you give it to outside people, they probably haven^t 
written anything fictional. I mean we use people that write 
other things but they maybe haven't done anything in the 
adventure game field so they have got a whole load of ideas 
stored up which they can usen 

So effectively, they are like ghost writers. You take an 
idea and they develop it? I guess it is. It's kind of like 
collaboration. The best teams in comedy seem to be 
collaborators, where one person comes up with an idea and the 
other person prunes it and so on, and you can get much the 
same thing using the outside writers. It's not quite like ghost 
writers in that that implies that the person who is supposed to 
be the author actually can't write at all and just talks much as 
rm doing to you and the other person makes it coherent. It's a 
slightly more equal partnership than that. The other thing is 
that it frees me up. if Tm not careful, I find that Tm spending 
so much time writing the text for one game that I'm behind 
hand when it comes to designing the next one and its fairly 
important, particularly now, when we want to try and bring 
out about five games a year, that I don't do unnecessary work. 
If there is somebody who can do it as well, or better, then 1 let 
them get on with it. 

Have you had problems finding people or have you 
been quite fortunate? We have had some trouble with some 
people who haven't been quite as good as they ought to be but 
we now have a fairly settled team. I sub-edit the stuff when it 
comes back anyway, I don't use it straight so 1 can put a week 
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in and sub-edit the text. It doesn't really matter if some of it is 
rubbish because I can take that out and 1 can keep the good 
bits and even the bad bits give me something to chew on. 

So it still ends up very much as a traditional Level 9 
product? It depends which game. On the Gnome Ranger 
ones where we used Peter McBride to do the text 1 tended to 
give him his head because his style works extremely well for 
that character. With Time and Magic it was more a traditional 
game because we used a writer who wasn't quite as varied and 
didn't have quite as many ideas of her own so it required 
slightly more polishing when it came back, Lancelot, we have 
not yet got the text back so I can't comment on that but I think 
we will need to do a certain amount of w'ork on that to match 
up the game with the btjok that we have done to go with it, to 
make sure it is in the right sort of pseudo-Arthurian style. 

The code you use to creute the adventures is, 1 
believe, called A-code* Where did A-code come from? 
(Alike) Back in the very early days when vte to produce 

Colossal tve wanted to Jind a language ihat we could port to any 
computer system so I actually decided to produce a very small but 
very fast language for a specific adventure that would be basually 
very fast. 

I 5 It similar to any other language? It is kind of like 
machine code. The analogy that I tend to use nowadays is the Rue 
processor. It is like a real micro-processor would be but its hardly 
interpreted. (Pete) Mike essentially designed and wcjrked out 
what instructions we needed for adventures, for example, you 
don't need much maths, you don't use real numbers, you just 
need integers, and we ended up with a reduced instruction set. 
We gel all the advantages of Rise things, the fact that our 
programs are very small because the actual instruction length 
is short and it executes quickly. 

Is chat something that you developed from scratch? 
(Mike} YeSf that was the second languc^e ! designed. 

What about compression of the text, do you do that 
when It is compiled or do you do that separately? A-code 
itself is compiled whenever you change the program and that is 
entirely separate from the text. The run of the game, the actual 
developing of it pulls the text up and then carries on. 

Did you develop the data compression techniques or 
were they standard techniques? There were mainly two 
types of data compression - A-Code is one that makes programs 
about six limes smaller than they would be in any other imiguage 
including machine code and the text is compressed. 

What sort of compression do you get? / could equate you 
anyihir^ between of the original and 50''' 

Obviously, 11 varies depending on what the aclual text 
is? Hot a lot actually. As long as the text is fairly large it 
compresses fairly well. Our system is not optimised just to some 
particular form of text which a lot of course are. One of the 
/ can’t tell you an exaci figure is that we have the 
keyword table in with the text for example so the keyword table 
perhaps takes up less space. It is very hard to explain. 

When you add graphics to your adventures rvho 
actually designs them for you? f J Nowadays^ we have 
a pair of artists who are drawing on the ST. (Peie) We went in 
for digitised pictures on Knight Ore and Time :ind Magic. We 
are now getting hand-drawn pictures done on the: various 
machines. 

So these arc fust drawn as straight pictures? l^hey are 
drawn just as you would draw any other picture, yes. 

Is there a special graphics editor or anything that has 
been developed? No. W'e are getting two artists to both do all 
the pictures in Lancelot and we will take the best one of each 
room which ought to give us pretty good quality and w^e are 
also using compressed pictures as well. We seem to get about 
50^'„ compression now^adays. ; Rather better than ihai 

now actually. 
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Do you use the same pictures on all machines? We 
have a separate set for 16-bit machines compared lo the S-bit 
machines. The 8-bit pictures are drawn on the Commodore 64 
and ihe 16-bit o^nes are drawn on the ST, 

But within each group they are the same pictures 
used on every machine? Yes that is right, we tweak them a 
bit for the various machines, make sure the palette works 
properly and so on. 

Are the graphics in future going to he similar to The 
Pawn and Guild of Thieves? Yes. They are presented 
differently. On the 16-bit machinef; wc have a window and 
lhe>^ load into this window so we can have a border around. 
Magnetic Scrolls basically don’t bother with a border. On the 
8-bit they just load into memory, although of course the Atari 
8-bit doesn'^t have that. But yes they will be the same sort of 
style as that. 

Your games always have lots of minor bugs. Who 
actually play tests them? We use a number of outside play 
testers who we had better not name. We would like to use 
more play testers but we had a problem with Gnome Ranger 
whereby ihe play test version of the Atari ST version was 
actually pirated and we are getting people writing to magazines 
with bugs that were on the play test version and wc feel 
slightly annoyed about this, I think that people who pirate 
games should not write into magazines with bugs particularly 
if they have pirated a version which was never actually 
released, so we do get it play te?ited but we ha ve to restrict the 
number of play testers for reasons of protecting the market. 

On the other hand we have to walk this tight rope and make 
these compromises in getting it tested enough to get the bugs 
out but not enough so that we get too much piracy, 

So th« people who play test are they people who have 
written in? They are people who we have known for a long 
lime. If somebody writes in and says can I play test, there is 
far too much chance they want copies to pirate. 1 really don’t 
know how you solve this particular one. {Mike) The people we 
are itsitig apk? have, been writing la us for many years a»d playing 
games r 

Do you actually have time to play other peopie^s 
adventures? (Mike) YeSfSure. The anty ones that 1 jind 
remotely inieresiing are the Infocorn ones which I play a certain 
amount and usually get stuck on about half way through. 

Have you got any favourite games amongst the 
Ifkfocom range? Yes^ I love the Enchanter Trilogy, 
l>articularly the first two - Sorcerer and Enchanter. I like 
Suspendedf Planetf all and StanonfalL 

(To Pete) Do you have any time to play them? I have a 
problem with playing games in that I w'ould be accused of 
copying them. I would go along with Mike in that I have been 
very impressed by the Infocorn ones. I tend not to play them 
all the way through but I play them enough to get the feel and 
I also very' much like the Sorcery ones, the Trilogy and 1 like 
Floyd and Pianetfall and so on. I have been Jess impressed by 
si.)me of their recent ones but it could just be nostalgia. (Mike) 
I like some of their recent ones as well so I don't think it is. 

So Infocorn reaJJy are your main interest? Of 

adventure games t yes. (Pete) The problem with Infocorn is that 
you either get stuck or else you finish them very tjuickly. They 
have always gone all out for the entertainment and they don’t 
really put enough puzzles in them. There are some games, A 
Mind Forever Voyaging for example which I did play through 
because I couldn’t believe it {Mike) Noj, I couldn't believe it 
either. (Pete) 1 think it must have had rine puzzle in there 
because I actually got stuck but you get righr to the end just 
examining things. Their games do tend to lack good puzzles 
but they have extremely good text. Their text is probably 
unrivalled. The problem has always been though that for a 
game that has in the past been £30 or £40 which you can 


finish in one day you wonder if it is really worth it. (Mike) / 
think three hours is my record with an Infocom game. (Pete) 
£10.00 an hour! We wouldn't mind being paid that bur paying 
someone else that is a bit much. 

Do you know Stephen Donaldson’^s chronicles of 
Thomas Covenant? Oh yes. 

Have you ever thought about writing anything along 
those lines? Something weighing abtiut 201bs? Yes, a game 
you can’t actually carry! (Mike) The first game to be sold m a 
briefcase. (Pete) Or maybe a wardrobe! Yes I like the 
Donaldson things. I have a feeling ihai the rights would be 
expensive for that so I haven’t got involved in that. 

You would obviously be interesited in getting the 
rights to that and certain ocher books? Oh yes, I would be 
interested in doing that. I’d be inieresied in doing Tolkien 
were it not that a certain other company has taken it and made 
a bit of a hash of it. 



Pete Auetin working on Lancelot 


Are there any others that interest you, that you may 
do? I can^t comment on that sort of thing can I? If I were to 
comment someone else would go and steal the idea. I would 
say though that it is generally better to take sotneihing like 
King Arthur which you don't have to negotiate with people 
and you don’t have to pay a royalty. We are negotiating with 
another type of theme that you will have heard of, but we 
originally came up with the idea about the lime of the PCW 
Show and we still haven't got the agreement made. It has all 
been rather fiddly as to precisely what the rights consist of and 
so on. That’s the major problem if you get involved with 
rights to modern games. On the other hand, it’s a gotid idea, 
we want a range of titles, a range of themes. 

What have you got planned for the future that you 
can tell me about? Well the two new ones are Lancelot and 
Gnome Ranger 2 - those are in the pipe line. In fact, both of 
those are designed. W’^hat I’m designing as the next game, I 
ha ven’t made the final decision on. ( Mike) There are a number 
of possibilities. 

Will these be released through Mandarin? 1 think so, 
yes. W'e have got a contract with Mandarin ag far as Lancelot - 
we didn’t want to make the mistake that we made with 
Rainbird whereby wc made a contract for four games and then 
Tony Rain bird w'ho was running it left and the whole 
relationship changed. Everything changed essentially when 
Tony Rainbird left. He was the man, as we saw it, who could 
get things done. If Tony told you something would happen it 
would) w'hereas, the BT philosophy seems to be rather more of 
an institutional one where people don’t care to put their necks 
on the line. Mind you, 'I’ony by putting his neck on the line, 
ended up leaving so maybe that proved it wasn’t right for BT. 
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So how did the Mandarin deal come about* did you 
approach them or did they approach you? {Mike) Over 
iaii summer we were talking w about a dozen pubhshen. 

We have spoken to viriualiy ail the major names you can think of 
and had offers from a good number of them. A lot of them vyould 
have been alright to work with but we didn't like certain aspects of 
the way they wanted thittgs to work and the control they wanted 
to have over the game. 

So the important thing is that you retain the control 
over what you write? (Pete) Thai's one important thing. 

The ihing that really gave us the most problems at BT is that 
we produce games on a wide range of machines. It is fairly 
essential to us that once the first version of the game, which is 
in fact on the Atari ST, has been agreed, that we don't need to 
agree all the individual versions after that and that was a big 
problem with Rainbird. As you will have seen with Knight 
Ore between the ST version and the Spectrum being released, 
which was the last one, it was nearly a year, With Time and 
Magic from Mandarin we got the whole lot released within 
about a fortnight and it is enormously easier if you can get the 
game out of the way in a fortnight than if it is dragging on for a 
year. Mandarin were in agreement with us over the need to get 
them released because it saves them time if they can get all the 
versions out at the same time. They have just got to do one lot 
of advertising and it all hits the streets at one time. (Mike) 
Hasicailyi what we liked about Mandarin was that they arc 
marketing and publishing people who are interested in computer 
games but don't actually wajit to interfere^ whereas the majority 
of other major publishers in the world are still run fr_v 
cx-programmcTS who think that they know better. 

Rainbird actually did their own hint sheets on some 
things ‘didn't they? (Mike) Yes and we got very annoyed about 
that, (Pete) Could you say that we do a Knight Ore clue sheet 
free and if petiple they^ want a Knight Ore clue sheet please ask 
them to write to us. Ours has very many more clues than the 
Rainbird one - people can make their own rnind^ up about the 
quality - but ours has got about 1,000 entries whereas the 
Rainbird has about 60. (Mike) And all the entries as far as we 
know are actually correct whereas there are quite a few mistakes 
in the Rainbird one. (Pete) It’s worth saying that Rainbird 
didn’t actxially send us a copy ol it or tell us w^hat was in it. 
(Mike) iVo the first time we actually found out about it was at 
the Adventurers Convention when somebody came up to me and 
said why on earth did you do the Knight Cre clue sheet like that 
and I said what, it's like our other ones, He said no it isn^t and ! 
said that I hadn*t seen it and asked hwi to send ui a copy. When 1 
got home I asked Rainbird to send me a copy but needless to say 
they didn't so I got the photocopy through from this person and I 
was quite appalled fry if. 

In future, are you going to get greater control over 
those sort of things? (Mike) More than ihatj Mandarin tell 
us what they are trying lo do and ask if tyf think it’s a good idea 
and are very helpful which smooths the relationship along. They 
have actually consulted all the way along the line which 
wonderful. 

Do you get a lot of dcniiand for the clue aheeti? Yes 

How quickly after the games have come out? About 
two weeks before. (Pete) Time and Magic was available at the 
same time that the game was launched. Gnome Ranger was 
available a few weeks before the game. 





Levol 9'a comprehensive clue sheets 


You actually get people asking for them before the 
game is av.aUable? {Mike) Yes, that does happen quite a lot. 
(Pete) Yes, it’s funny that isn't it? People who buy mail order 
have been known to ask for the clue sbeei at the same time. 

{Alike) Oh, it's quite common. 

With a lot of people, I auppose there is the satisfaction 
of finishing the game irrespective of how they finish it? 

I think if you get stuck then it’s much better to get a clue sheet 
and be able to play through the game. I think people do try 
and play the game without the clue sheet, I rather hope they 
do anyway as it is a bit of a waste of time if you arc just going 
to follow the clue sheet all the time. (Mike) You can treat it in 
the same way you can a book. It is still a nice story but you do lose 
all the challenge. (Pete) In future we arc emphasising the story 
telling element a lot more because going to three part games 
has given us mote text and we are following the same sort of 
balance that we got in Gnome Ranger where there was a lot 
more story telling. (Mike) There are still a lot of puzzles in 
there but the storyline is much more important. (Pete) Yes, that’s 
right. 

That's all the questiuns we have* 1 hope that you 
found it more interesting than the run of the mill. 

(Alike} A good set of ijuesfibns. Normally, oj / say, we have to go 
through all the background, where we Hve^ why we moved there 
and on. ITs nice not to have the normal set of background 
questions. 


So concluded a really interesting interview. It was much nicer 
to talk to a couple of people who are really interested in what they 
are doing and in care about the enjoyment people get from their 
games, rather than some anonymous marketing man who knows 
little about the product bur the price. Level 9 are real people* 

Just as we were about to go Pete Austin produced a fax with a 
design for the forthcoming Lancelot. ^^Whai do think about that 
for the Holy Grail" he said. Hold on a minute, you're the clever 
people, Tm only here asking questions* So I put over a few ideas 
and Pete listened, ^ho Anuanj, when you get your copy of 
Lancelot, and find the Holy Grail it might have Page 6 discretely 
engraved on it.* Fame at last.* • 
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* LATEST U.S. SOFTWARE 
RELEASES * 

BUSINESS ARCADE 

PRODUCTIVITY GAMES 


1050 


THE “SILENCER' 


Draitiaiically quietens your disk drive and allows you lo WRITF, to MOTH 
SIDES of any diskl Eliminutes ^nnoylns clunh-clunK-clunlh while formatling 
and the LOUD grinding noise when reading BAD SECTORS and 
REDUCES head wear fey approximately 'SO",,. Also allows writing to tK>th 
Hides of any disk WITHOUT dangerous cutting or notching. Five minute 
insiallaiion. No soldering. llltFO priCC^t7*95 


Now! An SP cnlumn word prcMTCsiiCir that works with any XL XE Atari 
computer. It will also operate on any 40fl flCKJ computer hathng 52K Of more of 
memory (special 4K static ratn-packs are available for which enhance 

the memory capabilities of 4&K 400 8W cofnpumr^lj The 80 column 
RICllMANS WORD PROCESSOR is one of the most powerful yet simple 
to use word processors currently aVaitable for your Atari computer and it 
displays SO Eolumns on your screen. 

JUST A FEW OF AVAILARI-H FEATURES 

Super simpTlchy-j true footnotes, Subscript, SUpcrncripE, underline, printer 
driver treat iooj page numbering, margin snd header adpusimenis, end fill, r.ah 
adjust view and preview, block delete or insert. DOS functions, avaiLahk 
memory, merge, colour change (background, luminence and hoarder), number 
of liner per page, a unique - recover an accidentally deleted hoc facility, and 
much much more (most of which is automatic nr set to a standard default!) 

A TRULY GREAT WORD PROCESSOR 
AT A FANTASTIC PRICE’ 


£17.95 


Icitulls quickly inlcimy Jr»i‘y tei|U]reJ '. .Vluko- FtJ 7 JV 

ur PHrtt^TO.ki Mcmri iristBuly Fullr ♦JiV'iahle i:ipatiLlii|f j 1 I[j»-s yem lo 
FUZZ LirHiu> pirruKTil Lirt'any sequin «iiiE miirr icktOr ir«ir will jlliy*- you 
Id a.eCKLTrnwl pdjltk:lckd pri'wr.m'i viliich iln noc rLNnl:«in vuvikrin h’liffldis. 
viinC I'.'iut unmeddiei drive and will add Wfiyiderable COPVISG POWE K 
nrnniinj HAll'V. .SKCHtVER.KLONE ]] or Dt:FLlfiMOB DRIVES. 
IfKluides ipcciil Kifl^an T*kiikih will PIS'D and DISFLAV naliJ kbua- tikf^ 

PH.'kSvTOiVl SECTOFS all aurdmuric.lty! Capy prriwr.m wiirVim 
kir-ittrija JiiuUi defiiip- and rikrs iiivinl! 4 ||y ivsikitjU numory fLTr 
[TAikirir 'ir^fk pat'.isjiKy! 


80 COLUMN 

“RICHMANS’ WORD PROCESSOR!’* 


Super simple yet powerful! A MUST fur the beginner, fast and convenient for 
ihe experienced! 


THE “ULTRA MENU/DOS”! 


A MENU DOS program That simplifies your every function! All functions arc 
performed wLrh a single keystroke opemlion! High speed sector copiers allows 
you to use 1-4 drives, single TO double densities (also SD to SD,DD to DD> 
DD TO SD etc) It makes- MACH lO menus for your gsme disks {a no sector 
autorun menu that boots game menus in one second!) allows you 10 use 
previously unfotmattabic disks, make multiple copies of files or enrire disks, 
eliminates rhe need to preformat your disks (in single or double density!) and 
much much more! 


Displays density of 1-4 drives 

Scrolling menu allowj for up to 4fi' program sdcctiunS 
Single keystroke operation 

Allows multiple copies for high speed duplication 

Super fast Lock.'Unlock Erase Renames Format Verify/Sclccl and more! 

Mach Ten ,Menu Maker 

.Speed Control readout 

Disk Saver format function 

Auiofnrmat 

Convert SD to DD or DD to SD automatically on a single drive 
Simple drive programming for multiple drive use 
inO*.'^ Dos S.'f compatible 


£ 39*95 




THE 1050 SUPER ARCHIVER II £79.95 

The 1050 SUPER ARCHIVER flbsolct« ALL DISK DUPLICATING 
DEV’ICES currently avajiahle for the Atari 1050. It EL[jMINATES the need 
for patches, and PDB files etc. Copies are EXACT DUPl-1 CATES of the 
original and will run on arty drive. Without exaggeration the SUPER 
ARCHIVER is the most powerful PROGRAMMINO DISK 
DUPLICATING device available for the lOW!’! Insrallation consiits of a 
plug-m chip and six simple wider connections....... 


FEATURES INCLUDE: 


BUILT-IN U.S. 
DOUBLER 
TRUE DOUBLE 
DENSITY 
SUPPORTS EXTRA 
MEMORY 

TOGGLE HEX DEC 
DISPLAY 

SECTOR OR TRACK 
TRACING 

auto.matic 

DIAGNOSTICS 
DISPLAYS HIDDEN 
PROTECTION 
AnjUSTA,BLE 
CUSTOM SKEWING 


THE ONLY SYSTEM BUILT-IN CUSTOM 


TH AT COPIES, FOR M 

CREATES upto4< 

PHANTOM FUZZY BUI LI 

SECTORS MAPP; 

Sld HAPPY to42ic 

ARCHIVER DISPL 

COMPATIBLE DDH 

PRINTER SCREEN aUTO 

DU MP FACt 1. ITY FORM 

BUILT-IN EDITOR- ^ORR 

read, write^ SYSTI 

edit 35 sectors per Track buIL" 

AUTO'SPEED DISA^ 

COMPENSATION 

hardware 

SOFTWARE expandable 


formatter 

up to 4fJ sectnrs per track 
BUILT-IN TRACK 
MAPPER - up 
to 42 sectors per track 
DISPLAYS COPIE.S 
D D HEADERS 
AUTOMATIC 
FORMAT LENGTH 
CORRECTION 
SYSTEM 
BUILT-IN 
DISASSEMBLER 


* SPECIAL OFFER * 
PURCHASE 1 SUPER ARCHIVER AND BUY 
THE SECOND FOR £55*00. 


Includes Free *0J)4NIAfON^MONITOR 
OPERA TING SYSTEM 

THE CONTROLLER CARD P.P.B. II 


XL 

£59.95 


XE 

£64.95 




THE UELLXE PHANTOM SECTOR 
MAKER 


BREAKAW AY FROM YOUR ATARI’S CONVENTIONAL 
COMPUTING ENVIRONMENT WITH THE CONT ROLLER CARD 
PROGRAMMABLE PERSONALITY BOARD, AN INTERNAL 
HARDW’ARE ADD-ON SPECIFICALLY DEVELOPED FOR I HE 
A TARI &0OXL XE COMPUTERS. The Controller Card allows you to add, 
from an impressive and expanding library* Utilities 'enhuncementFi that reside 
In mcmtrry above commercial home produced software. Activating any of 
these utilttici will temporarily freeze the main program until the utility has 
completed it's ta^k, or act as an in-line enhancement, and to impress you even 
further, many of the utilities program enhancements are eurrcntly nu-t 
available on any other buiinesj or home computer system! Take for instance:- 
SHQ PRINT SVSTElM - rhis rnolklt will enable you m produce presenrarion 
quality graphics output TO an Epson or tomp, dor matrix printer from graphic 
printer packages such as PRINT3HOP, TYPESETTER, F:NVIS10N elt\ 
and COmcH complete with CUPID internal printer interface kit,.*.. 
SUPERDL’MP IV TOOLKIT - which transfers cassette software to disk and 
makes disk to disk backups, this system is so powerful that there is NO 
casis disk loading protection lechnic that can stop it, it will even make backups 
of physically damaged disk prO'tlJCrlon technics. The system also incorporates 
our unique SAVE GAME IN PROGRESS facility and a menu file backup 
management system... for more info cm all the Other- tools just write or ring US! 


ADDITIONAL CONTROLLER CARD 
SOFTWARE 

_ SS;.J\PSHQT PHINTtEl £ Li VI 

SHlJ M LQ JT.JCT ESH.SSt.t-.ki £ T Mt 

iUFt-RIA-'.MP 1V TtKH.KIT f I■m? 

SUrERDU.M P ] I [ TO IV LrPGRADE £ I* Oil 

CL'PID ISTERS.At. INTERFACr KIT WITH 
S.H'IJ I'kHstiST.^TJlT:^ nkAlUtC; SViTEi.Vt £ 24 H'? 

HF].r MKSr; h-OIT Ok-llH?iC<5SkH 

.VL'TOr.MEiSU F.MLT..ATOR £ 4 VI 

iffl l TiiH P.^C.k /‘I'ni 


‘DEDICA TED ATARI 8-BIT SUPPORT’ 


il. vJ tl 




































































































































































































































































































for some Level 9 


Level 9 are one of the stalwarts of the adventure genre, they 
have been producing excellent games now^ for most of this 
decade. Like the other main adventure producers they have 
tried hard to put more and more function into their gamesn 
Both of these new ones are extremely friendly: apart from 
providing nice facilities such as the ability to key ahead} they 
have also enhanced those parts which help you when you make 
mistakes^ So, as well as normal SAVE facilities to disk or 
cassette you can also SAVE to RAM so that the SAVE and 
RESTORE are instantaneous; you can type OOPS to take 
back the last couple of moves if they were disastrous; and. In 
Knight Ore, you can*t actually die anyway - you are so vile 
that they throw you out of paradise back into the game I 
I played both the games on the 800XL so didn’t get to see 
any of the pictures you get on the ST (but my philosophy is 
that if you don’t NEED the pictures, who cares') and was 
extremely grateful for these facilities - adventure writers do 
seem to love killing you off as often as possible, and I do get 
extremely frustrated with the amount of time most games 
make you waste waiting for RESTORES to complete — RAM 
SAVE and OOPS make death acceptable! 

Other facilities which Level 9 have added include the ability 
to FIND, GO TO, or RUN TO any object, person or location 
which you know to exist and know how to reach. This also 
greatly enhances the game play. They claim that this means 
that you don’t need to draw maps anymore, and, certainly, in 
each part of each game, it is easy enough to ascertain the 
names of all the major locations. However I, personally, like to 
sec the relation between the locations, and, indeed, in at lea^t 
one part of Gnome Ranger, if you don't check e^'^ery unnamed 
location you may miss a required artefact. 

While some other companies have moved almost entirely on 






TWO NEW GAMES. 


as Trilogies. Both these new games have three parts and are 
billed as such. You should be aware that that does NOl’ mean 
that you get as much adventure by buying one of these as you 
do by buying one of the Trilogy packs. That aside, both the 
new games are excellent value for money, especially when 
compared ro a lot of the other games on the market. Level 9 
always pack their games full of puzzles, atmosphere and 
humour and these are no exception. 

KNIGHT ORC 

In this you get to play the part of a rather unpleasant Ore. 
The game treats you like the dirt you arc, from the fact that 
most of the people you meet immediately want to do away 
with you, through to little details such as the request to ^stuflT 
the Knight Ore disk back in after a SAVE. 

The first part is fairly simple and straightforward, you 
merely have to find 10 pieces of 'rope’ to enable you to escape 
back home. This part is not much of a challenge, but is quite a 
good introduction if you haven’t played many adventures 


to bigger and betier(?) machines, Level 9 not only still fully 
support the 800 and even squeeze more out of it, they also 
continue to support tape-based machines. If you do not have a 
disk drive, then Level 9 are withoui doubt the best there is. If 
you do have a disk drive then the games are still excellent 
value, but do have a few short-comings, some almost certainly 
caused by their continued support of tape. The tape limitation 
means that they can not afford as extensive a vt>cabulary as 
they w'ould like, nor adequate responses to all that you might 
try. Sometimes this can be misleading - e,g. in Knight Ore the 
Humans on the Wall, even after they have been killed AND 
caned off to Valhalla, can STILL pour boiling oil on you; and 
in Gnome Ranger one of your friends appears not to 
understand the word HOLD since if you ask it to HOLD 
THE HEDGE it tries to pick it up - this is misleading since 
elsewhere in the game it does correctly understand a request to 
HOLD something. In both these new games there are lots and 
lots of other characters of all descriptions, and both games 
involve lots of problems which you cannot solve by yourself. 
So, more than in any other games I have seen, you need to 
learn both how to make friends, and also how to use themS 
Level 9 have recently been repackaging all their old games 


before. 

The second and third parts are actually two different views 
of the same land - a technological view' and a magical view. 
You can switch freely from one to another with a single 
command and there are certain problems w^hich can only be 
solved in one of the two modes. (This may get a little tedious 
for the Cassette-based player, who will have to wait for a load 

- even on disk I found it a little annoying!) To win you must 
discover twenty spells, and use most of them as well. 

It gets miher hard in places, especially when their logic 
breaks down a little - e.g. if I am frisked and lose all object 
whenever I die and go to Valhalla, how am I suppcjaed to 
deduce that other corpses aren't? - especially when 1 can't 
PUT or HIDE an object on a corpse anyway! - most strange. 
But, never fear, Level 9 produce the best Hint Sheets in the 
business - thoroughly recommended even if you have finished 
the game - they are full of jokes, red herrings, behind the 
scene explanation^, and of course clues - all carefully encoded 
so you can’t accidentally learn too much. Send a S AE and 
proof of purchase to Box 39, Weston-super-Mare, BS24 9UR. 

N.B. Whatever you do don't get a hint sheet from Rainbird 

- they have, for some unfathomable reason, produced their 
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own version. Not only docs it leave out most of the 
information (60 items instead of 1009[), not only is it in 
inadequate anyway, but it actually mixes the questions and 
answers in such a way that you can^t possibly find the hint you 
want without seeing answers to lots of other items as well - 
guaranteed to ruin your enioyment of the gamc^ 

GNOME RANGER (The Journal of Ingrid 
Bottomlow^ the Gnome Ranger) 

Ingrid thought this was great fun, Ingrid booted up the dish 
and found herself a long way from home* but by making lots of 
friends and getting them to help her she soon defeated the 
wicked witch and moved on to the next part of the journey. 
Here she met a friendly Alchemist and decided to make some 
Tea for him; it turned out to be rather difficult as the only tea 
bush had just withered. Undaunted Ingrid decide to become 
an expert at alchemy herself and soon, with the help of some 
rather strange friends, was able to make a nice eup of tea (and 
it wasn’t Advanced Tea Substitute either - it was the real 
thing - funny how Tea seems so hard to make in adventuresl). 
On the final part of the journey home Ingrid met a rather sad 
gate w^hich had had all its jewels stolen by tourists; Ingrid 
explored some very strange places and eventually made friends 
with nearly everybody and. found all the jewels so that the gate 
would let her through to her home, 

Ingrid had great fun solving lots and lots of puzzles with all 
her friends. She thought it was a very gtxid idea to make it as 
three separate adventures so that people who weren’t lucky 
enough to have disk drives would be able to play easily, and so 
that there was lots of room in memory for all the wonderful 
jokes that Level 9 were clever enough to put in the game. 

Ingrid especially liked the part about alchemy. It was great 
fun mixing everything up to try and make potions, and the 
books were super with such gems as History of Alchemy - 
Then the era when alchemy wfas regarded as a social ser\dce 
drew^ to a close. The alchemists retreated into their thatched 
cottages, and grew thick privet hedges around their gardens. 
This process, known as privetisation, took the prophets away 
from the communities which had once shared them!” 

Ingrid thinks you should all go out and buy this one straight 
away as it is much better than Knight Ore. (Note, I think 
Ingrid is probably a little biased on this point, but I agree with 
her anyway!) But Ingrid thinks you should ignore the nasty 
comments by the people at Level 9 describing her as bossyt 

P,S, If you don’t think you could stand Ingrid telling you 
about her adventures in this style, then you had best avoid the 
game - it’s all like that! 


KNIGHT ORC and GNOME RANGER 
Rainbird,'Level 9 
ST £19.95 

XL, XE £14*95 (Cassette or Disk) 

TIME Sc MAGIK 
Level 9/Mandarm 
ST £19.95 

XL, XE £14.95 (Cassette or disk) 


and THREE 
OLD ONES 
UPDATED 

Back in I9S3 Level 9 brought out a new adventure - The 
Lords of Time, On the back of the box were the words “First 
in the Lords of Time Saga”, Sadly, since U was quite a nice 
adventure, there was no sequel but two years later Level 9 
produced Red Moon, and in 1986 a sequel to it. The Price of 
Magik. At that time there w^as no link between the three 
games! 

Now, thanks to the Wonders of Modern Science, a fair 
amount of Artistic License, a few hours with a got>d Editor, 
and a concept know^n in the comics world as Retrospective 
Continuity, we have Time and Magik wherein these three 
adventures have been miracuU>usly transmogrified into a 
coherent trilogy! 

The original 32K 8-bit Atari versions were only available on 
cassette, and the latter two had fairly primitive pictures. The 
parser and vocabulary^ got progressively better through the 
three games as Level 9 developed their systems, but never 
really had quite enough room in memory to shine. The new 
versions do away with the 8 bit graphics and, on the ST, use 
the diskette to provide much better digitised pictures. That, 
together with improvements in software technology since 
19S3, leaves plenty of room in memory. 

Level 9 have used this extra memory to good advantage to 
provide lots more atmospheric text (especially on the ST), 
more detailed item descriptions, a few extra clues for the areas 
which they had most queries about first time around, useful 
facilities such as UNDO and RAM SAVE, plus, on the ST, 
variable size text to help if your TV isn’t quite good enough 
for 80 columns, and the ability^ to recall lots of previous 
instructions to edit and re-enter. 

Enhanced parsers, larger vocabularies, and use of more 
synonyms to allow multiple ways of asking the game to 
perform an action all add to the quality of these adventures. 

What about the games themselves? You’ll find; full reviews 
of Red Mix>n (my very^ first review!) and The Price of Magik 
in Page 6 issues 19 and 24 - check elsewhere in the magazine 
for details of Back Issues! 

In a nutshell, they are all excellent fantasy adventures, with 
quite a few D & D aspects, especially Red Moon and The 
Price of Magik which I, personally, think are Level 9’s best 
adventures. Lots of puzzles, lots of magic, lots of humour, lots 
of fun! Packaged together at this price they are definitely 
superb value for money. 

P,S. The Official Secrets club advertised in the manual do 
provide GENUINE Level 9 Hint Sheets - worth getting even 
if you have finished the games! , 


Review by John Sweeney 
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OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier S-bit machines 


The i^rQHrani in I'Af i-E 6 are prepared carefufly tn ensure that 

thej^ can he typed In as easily as possiblen Before typing any listinfiris. 
ensure that you are ramiliAr ivith (he use of the Shift and CONTRfH- 
and INVERSE )^eys a^ontlined in ynur computer inAnuaL The llstinp^s 
are prepared tn match exactly what you see on screen^ Every character 
that you may see in a Listint; is included In the chart helow for truss 
reference. By usini; TVPO i you can ensure that you type in the 
projjrams EXACTLY as they are printed. Remember a single typing 
mistake may mean a prajrram will not run. 

WHAT ARE THO^iE CODES? 

Each line of a program printed in PAGE fi hegins with a special twu 
letter Code. THESE SHOULD NOT HE TYPED IN. They are used by 
the proaram TVPO to check that you have ty|>ed each line correctly. IF 
YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING 
PLEASE DO SO NOW+ The prnaram can be used as you type In each 
line of a prnjfram or to check an already typed proBfO-tn. T he code for 
each line will match but If you have prohlem!^ eheck the listing 
conventions below carefullyt you are most probably typing A 
CONTROL character incorrectly. TYPO 3 caiinoi check if a line has 
been missed sn Jf you have problems in rutinlnB a listins count the lines 
In the pengram and ensure none are missing. If the T3'PO codes match 
and the prog ram still does not l-un> LIST It to cassette or disk using 
LIST or LIST *D:Rlename'> switch off the camputerp rc^boot and 
then ENTER the program usina ENTER ‘C:^ or ENTER 'Djfikname'- 
Save this version in the normal way. 

HOW TO USE TYPO 3 

t. Typ*^ listing carefully fcralihouflh you can use TYPO 3 to 

check itself (see h below it may not work if you have made mistakes. 

2 * SAVE or CSAV'E a copy of the program^ 

3. Each time you want to type in a proaram listing RUN TYPO 3 first. 
The prugram will Install a machine code routine in memory and then 
delete itself. Now type in. a line as shown in the magazine excluding the 
first two letter code and press RETURN. 

4. A two letter cude will appear at the top left of your screen. If this 
code matches the one In the magazine carry on and type the next line. 
Note, the code will not match if you use abbreviations. If you prefer to 
use abbreviations LIST the line you have fust typed, move the cursor to. 
that line and press RETURN. The code should now- match. 

[f the code does not match, use the editing keys to correct the line ^nd 
pre$$ RtiTURN again. Repeat if necessary until the codes match. 

i.To check a line you have already typed LIST the line, place the cursor 
on that line and press RETURN. 

When you have fini^^hed a listing just SAVE or CS.AV'E it in the 
normal way. 

You can type in a program without using TYPO 3 and then check it by 
SAV'Eina or USAVKing a copy of the program, running TY PD Band 
then LO.AUing or CLO.VDing yOur program and proceeding as in step 
above. 

Always SAVE or CS.AVE a program before running it and always use 
TY'PO before telling that a program will not run. 


2 BEH « TVPO III by Alec Btnson * 

« June IVBS » 

3 PEM » ft proofreader for PAGE b * 

» based on TVPO II * 

* published bv ANTIC na^azine h 

4 REM MKMM M MMKKM i tMM IIW KMMW i tMKtmWWKWKHW 

loe GRAPHICS 0 

110 FOR X=lb36 TO 17?1:RERI> 

POKE 1,A:H£HT I 

120 IF CK<>I07b5 THEN ? "Error in PATft 
Statenents - Check TyRin 3 ":ENO 
130 A^UhRClS^b]! 

140 ? :? "TVPO III is up and running"; 

HEH 

1000 ORTR 104,160,0,185,26,3p2ei.b5 

lOie DRTR 240,8,200,200,200,182,36.200 

1020 RATA 242,76,200,16?,7?j163,26,3 
1030 OATR 200,169,6,163,26.3,152,0 
1040 DATA 109,0,228,157,79,6,232.224 
1050 DATA 15, 2010,245,169,93,141,83.6 
1060 DATA 169.6,141.04,5,173,4,228 
1070 DATA 105,0,141,95,6,173,5,220 
1000 DATA 105.0,141.95.5,159,0,162 
1090 DATA 3,149,203,202,15,251,96,0 
IlOO DATA 0,e,0,O,O,0,0,O 
1110 DATA 0,0,0,0,0,0,32,94 
1120 DATA 6,0,72,201,155,240,55,230 
1130 DATA 203,133,209,138,72,169,0,133 
1140 DATA 200,152,0.lO.30,208,6,209 
1150 DATA 144.7,24,101,203,144,2.230 
1150 DATA 208,202,200,239,133,207.24,1 
65 

1170 DATA 204,101,207,133,204,155,205, 
lOl 

1100 DATA 208,133,205,165,205,105,0,13 
3 

1190 DATA 206,104.170,104,40,96,138,72 
1200 DATA 152,72.162,0,134,207,134,208 
1210 DATA 160,24,6,204.30.205,38,206 
±220 DATA 38,207.35.200,56,165,207,233 
1230 DATA 154,170,165,200,233,2,144,4 
1240 DATA 134,207,133,208,136,208,227, 
162 

1250 DATA 8,165,207*133,204,165,208,6 
1250 DATA 204,42,201,26,144,4.233,25 
1270 DATA 230,204,202,200,242*133,205, 
169 

1280 DATA 125,145,05.200,192,40,208,24 
9 

1290 DATA 155.204,105,160*160,3,146,88 
1308 DATA 155,205,24,105,161,200,146,5 

5 

1310 DATA 32.69*6,104,150*76,163,6 
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BONUS ADVENTURES 


DEDRIDGE CASTLE 
ADVENTURE 
by Linda Naysmith 

DcdriJgc Casile is an adventure set in a ‘real-life’ location around 
my home in Livingston^ Scotland. I wrote it originally for my own 
children but children of all ages (that includes you!) should find it 
interesting and, I hope, a little different. 

The title comes from the nickname of our local adventure play park 
and most of the location.s in the adventure have been based on real 
jocarions around ihe park. The tunnel is a long narrow footpath which 
runs between two rows of houses. Along its length can be found a 
large concrete frogj a crocodile and a hippopotamiis. The dangerous 
stream is the main road and across it there is a pond near which sk two 
more large frogs. Further West is another play park where two 
elephants stand beside the slide. The riven, the temple and the 
talisman are taken from the street names and there is a very small 
wood to the East. After staying so close to the real situations I could 
not possibly have missed out one of OUr most frequent visitors - the 
ice-cream man! 

As the hero in the adventure, you are almost grown-up and you live 
in a village which nestles between the banks of Dedridge Castle moat 
and a large forbidding wood. Your little sister has been kidnapped and 
is believed to be held a prisoner in the apparently long-abandoned 
castle. 

Your parents are naturally very upset and are losing hop^c of her safe 
return as the castle moat is wide and deep, the drawbridge is raised 
and the walls are unsealeable. You remember tales from your recent 
childhood about a secret tunnel that leads from the castle dungeons 
into the hills in the South West. It was said to be used as an escape 
route during many a daring deed when the castle was occupied long^ 
long ago. 

In the tales, the secret of the tunnel’s entrance was kept by the 
animals and of course the heroes were able to talk to them because 
they either found, or were given* a magic talisman. This you dismiss as 
a load of rubbish, along with fairy godmOlherS and good wood fairies 
who perform magic and heal animals in other stories, but the secret of 
the tunnel might be real enough* after all* a lot of castles did really 
have escape routes. 

You decide to try and find the tunnel with the hope that you will be 
able to rescue your sister and bring her home and so the adventure 
begins ... 

The adventure understands two word commands and single letter 
commands for the four directions North, South, East and West. 

QUIT GAME ends play, SAVE GAAIE saves current progress, 
LOAD GAME restores it. IhJY'ENTORY will list what you are 
carrying. Several other words are recognised, if one doesn’t work, try 
another with a similar meaning. 

Linda Nayirntih is mother of four childreHjJanef Christine, Alex 

o»d David andt having been born and raised in York^ non' lives in 
Scotland. About four years ago she made ihe fatal mistake of haying her 
youngest daughter an Atari computer oj a birthday present and became 
hookedf Linda tocrks part-time I'fl the evenings in a local factory packing 
Saniish shortbread and then comes home to spend the wee smali hours 
playing adventures and writing programs. PAGE 6 is proud to bring you 
Linda's first adventure whicht in afield dominated by male scriters, has a 
very different and interesting feel to it. Play it f you will almost certainly 
enjoy if, no matter hozv old you are! 


These two adventures are icKi long to publish in the 
magazine in conventiotiaJ type-in format and are 
therefore included as bonuses on the Usue 34 disk. The 
disk is available for £3.95 (£3,50 to subscribers) from 
PAGE 6* P.O. BOX 54* STAFFORD, ST16 IDR 


MOONSTONE 

A 100% machine code 
adventure 
by Tony Long worth 

Merlin has decided to let you become a wizard, only if you can 
prove yourself. He has sent you on a quest lO recover the legendary 
.Moonstone. No one knows for SUfC where the stone has been hidden, 
but it ^5 not going TO be very easy for you, as many obstacles lie in your 
way, which you must overcome if you want to become a wizard. 

.Moonstone is a machine code, text advcnnjre. The world of 
adventure, is a totally different world than our own. The law of nature 
and physics do not act as they do in our world. Magic is rumoured to 
work* and you must always expect the unexpected. Many newcomers 
to adventure will find h quire a struggle to communicate lo the 
computer. In this adventure it is not possible to converse with the 
computer in plain English, instead you can only use one or two word 
commands consisting of a verb, followed by a noun. For example* if 
there was a dagger on a chair, then to pick up that obiect you would 
have it> type in GET DAGGER. If you type in GET THE RUSTY 
OLD DAGGER, the computer would just pick out the first and last 
word, and respond to GET DAGGER. The computer will only look 
for the first four letters of a word, thus dagger becomes dagg, shovel 
becomes shov, and so on. At first, it might seem a little frustrating to 
condense your sentence into two words. For example, during your 
advetirure, you find a plate of armour, and to put it on you type 
WEAR ARMOUR. But later on you need lo take the armour off and 
the computer doesn’t understand TAKE OFF AR.MOUR. The 
equivalent command is REMOVE ARMOUR. 

Below is a tabic of some of the various commands possible in this 
adventure, (obj) means the name of an object. Anything else in 
brackets is the synonym of the command. 

INVENTORY (I, LIST) NORTH (N) 

GET (OBJ) (TAKE) NE 

DROP (OBJ) (PUT) EAST (E) 

HELP SE 

EXAMINE (X* SEARCH) SOU PH (S) 

LOOK (L) SW 

W^EAR WEST(W) 

REMOVE N’W' 

QUIT (Q, STOP, END, FINISH) UP [U, ASCEND, CLI.MB) 
SAVE DOWN (D, DESCEND) 

LOAD (RESTORE 

Remember, during your adventure EXAMinc everything. If you’re 
about to do something that will probably be a threat to your life, then 
SAVE the game position, and if you are killed you can then just 
LOAD the game back in and continue from where you were. Always 
map the adventure our on a piece of paper so you don’t get lost. In a 
maze, you can drop objects to mark variou;* posiiit>ns in the maze 
when mapping out. Beware of the red herrings. And most of all ... 
enjoy the adveniure, and never give up. 

Thanks must go to Bill Wilson and Stew Prichard for play-testing 
this adventure and helping me to remove all the bugs and spelling 
mistakes. 

iTLspirotuyn gained from the following: Monty Pythons Flying Circus ... 
Adventure {Colossal Cavej ... Frankie Goes to Hollywood Douglas 
Adams ... Steve Meretzky ... Scott Adams Prion Htmarih ... Alan 
Bem-ick ... Page 6 Magazine (prohabiy the biggest inspiration) ... and of 
course to everyone and everythittg around me at the time of loriiing this 
adventure ... Moonstone will run tm any 4Hk Atari S-bit computer ... 
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23. 

The 

ANSWERS! 


Over the year? that Fve been writing the Adventure column 
for PAGE Tve been asked tbr hints on just about everything 
from Adventureland to Zork III. I haven’t always been able to 
helpi but I’ve certainly tried my best. 

As this is a special Adventure issue, Fve dug out all the 
questions and answers I could find in my archives and 
rewritten them for the benefit of other readers. If you’ve ever 
written to ask me for a hint or put a question in the 
CONTACT column, then you^ll probably find it here 
somewhere. Remember these are mostly hints rather than 
straight answers so you may still have some work to do, but 
that all adds to the fun! 

Adventure In the Fifth Dimension (A.K.AX.O.G. 
Computing magazine) 

Qj What use are the batteries, spheroid and teabag? 

A: Have you examined the spheroid? Insert the correct battery 
in itj then look for the ^ ^ /v symbol in a previously 
visited location. Hey, that exit wasn^t the[e before! Now you 
can find a use for the teabag. 

Adventureland (Adventure International) 

Qi Is there a treasure in ihe lava? If so, then how do you get it? 
A: There sure is! You'll need to blow up something ihat’s 
fireproof, then exercise your civil engineering capabilities, but 
I’ll be dammed if you think Fm going lo tell you any more 
than that. 

Arrow of Death Part 1 (Channel S) 

Qi How do you get into the cave without being killed by the 
serpent? 

A; Wear something that will protect you from its attacks. 

Qi What do you do with the rope and hook? 

A: Use it to pull something heavy up the scree slope. 

Qi How do you get into the giant building without tripping? 

A: It doesn't matter about tripping over as long as the giant 
doesn’t w^ake up. Try drugging his dinner! 

Arrow of Death Part 2 (Channel 8) 

Q: How do you enter the grill on the stone slab? 

A: You don't. You’ll have to find another way in, 

Q: How do you get past the w^atcr in the gorge? 

A: You must first find the stone chamber with the iron w’heel. 
Turn the wheel and return to the gorge for a muddy surprise. 
Asylum (Screenplay) 

Qi How^ on earth do you map the Asylum? 

A! Use large sheets of 5 mm graph paper. Each square 
represents one rcHim. Draw the walls as you discover new 
rooms, but don't get too ambitious. Draw only the w^alls 
directly in your line of sight. Every time you turn left or right, 
turn the paper so that it is oriented in the same direction as 


Garry Francis recalls 
thousands of hours of 
adventuring to bring you 
answers to 169 (count 'em!) >' 
adventure questions 
from A to Z! 


you. Beware of teleport rooms! When the map overlaps or 
somehow doesn't make sense (such as the six-sided square), 
you have no doubt passed through a teleport* To find whether 
a room is a teleport, drop an object EUid turn 360 degrees. If 
the object 'disappears', the room is a teleport, 

Q: What use is the hypochondriac? 

A: Hypochondriacs use drugs! 

Q; How do you find ihe battery? 

A: witch the fuses in the fuse box, then go somewhere that 
uses a lot of electric current. 

Q: How do you find the magnet? 

A: Wear a disguise, then go to the phone booth and vandalise 
the receiver. 

Qj How do you find the copper wire? 

A; Gel the rocket beJi and ask for HELP, 

Q: How do you find the candle? 

At Remember the footsteps? Try trapping the owner of the 
footsteps by locking all the relevant doors and see what 
happens. 

Q: Where do you get the guard's uniform? 

A: From the guard obviously, but NO'F the armed guard! 

Wander around with the camera until the other guard appears 
and give him a chance to fulfil his fantasy. 

Q: Where do you get the platinum card? 

A: From the armed guard, but you must disguise yourself if 
you don't want to end up in electro-shock therapy. Remember 
what the loony inmate told you? 

Qi What use is the mirror with no reflection? 

A: None. It is probably a carry-over from the original TRS-80 
version of Asylum which had two mirrors. You had lo make 
the first one disappear by wearing a novelty nose and inserting ' 
a round peg. You had to break the second one by hitting a ball 
with a bat. None of these objects are in the Atari version • 

Q: How do you get rid of the exterminator? 

A: Keep him tied up! 

Qi How do you find the law book? 

A: Go to the maze with the revolving dwirs and find the room 
with the banana peel, bui do not pick it up. Leave the room I 

and enter it a second time, 

Q: How do you get the lunch? 4 

A: Let the ants loose upon the picnicker, i 
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Qj How do you gei past the terrorist? 

A; Have you typed HELP? Examined the knife? Given it to 
the terrorist? Stabbed yourself with jt? 

Q: How do you avoid being splattered on ihe ceiling in the 
catapult room? 

A: Catapult the bomb before catapulting yourself* 

Qj Where do you find the jar? 

A; It’s right slap bang in the middle of the revolving dtHJrs] 

Use the catapult to get there. (It is possible to get the jar 
without using the catapultj but a bug will prevent you 
finishing the game.) 

Q; H{.jw do you get to the Master Mystic? 

A: You must have solved all the puzzles in the game up to this 
point. Walk up to the locked door (you know which one don*t 
you?)j press the button on the Star Trek device and move 
forward. 

Q: What do you do to the Master Mystic to end the game? 

A; If he smells a rat you’ll have to remove your disguise^ but 
take the scroll with you. 

The Blade of Blachpoole (Sirius) 

Qj How do you get past the carnivorous plant? 

A: You need to feed it something found on the other side of 
[he quicksand. Try HELP or TALK TO PLANT for some 
clues. You’ll also need stimething from the store to help you 
get it. 

Q: Can you get past the monster in the river? 

A: Yes indeed. Type HELP or HINT for a clue. You should 
have bought something from a jovial location earlier in the 
game. Pour it in the rivert 
Castle Adventure (Atari Program Exchange) 

Q: How do you get through the passage in the King’s 
Chamber? 

A: Try the amulet for size, 

Qj How do you get through the thick mist in the small 
stairwell? 

A: A little bird told me that you should'solve the first puzzle. 
Q: What words are needed to pass the wall in the dungeon? 

A: You can’t have your cake AND eat it too! 

Colossal Adventure (Level 

Q; How do you get the platinum pyramid out of the Plover 
Room? 

A: You can’t get it through the crack. Use a magic word 
instead. The word is found in the room description. 

The Count (Adventure International) 

Q: How do you stop the flagpole from breaking? 

A: You don’t. 

Qi What use is the bottle of blood? 

A: It would make a refreshing drink if you were a vampire, but 
you’re not. Perhaps red herrings would be more to your 
liking? 

Q: How do you get past the coffin? 

A; You don’t. Try opening it instead! 

Q: How do you find the nail file? 

A: Enter the solar oven during the night. 

Q: Where is the Count and how do you kill him? 

A: Kill the Count? I refuse to answer a question where 
someone’s life is at STAKE! I will, however, give you a hint to 
his whereabouts. The sign in the crypt says “Positively no 
smoking allowed here]” and yet there is a pile of extinguished 
cigarettes! Doesn’t that strike you as being a bit odd? And 
wfiat did the postman deliver on the second day? 

Crash Dive! (A-K,A,L,O.G. Computing magazine) 

Q: How on earth do you get out of the escape hatch? 

A: Carefully read the background story in A.N.A,L,0,G. 


Don’t HOLD YOUR BREATH w'aiting for me to give you 
the answer. 

The Curse of Crowley Manor (Adventure Inicmational) 

Q: How do you open the rosew^ood chest in the parlour? 

A: Unscrew it with the letter opener, 

Q: How do you get through the plywood w^all in the small 
storage room? 

A: Chop a hole in it with your lumberjack’s tool, 

Q; How do you get past the numerical lock? 

A: Read the old yellowed note in the rosewood chest. 

Q: What do you do after passing through the plywood wall 
and the ‘dial’ door? 

A: When you reach a dead end, summon the person, mentioned 
in the book found amongst the scientific instruments. 

The Dallas Quest (Data soft) 

Q: How do you get out of the dark room? 

A: You can’t get out while it’s dark! Ask for a CLUE to see 
how^ you should turn dark into light. 

Qi Where do you go from the Tra ding Post? 

A; Look at the monkey. He’s helped before, maybe he can help 
again! Also look behind the curtain before pushing on. 

The Dark Crystal (Sierra On-Line) 

Q: Where is Aughra? 

A; In her observatory. 

Q: Where is Aughra’s observatory? 

A: Listen to the babbling brook! 

Q: How do you cross the swamp? 

A: Haven’t you encountered something chat floats on water? 
PLAY LID (anagram). 

Deadline (Infocom) 

Qi The court feels you have insufficient evidence to prove 
guilt for the first murder even though you know who 
committed the second murder. Any clues? 

A: Second murder? Heaven forbid! What sort of a detective 
are you? Perhaps you’ve gone TOO far! 

Dragon Quest (Antic) 

Qi W'hy is it that w^hen you drop the gold you can’t find it 
again? 

A: Listen to the barman’s tale about the magpie. You CAN 
find it again if you find ihe magpie’s nest. 

Earthquake ^ San Francisco, 19<)6 (Adventure 
International) 

Q: Is the manhole significant? 

A^ Yes, Lift the cover using the crowbar, 

Qj How do you get past the fire zone? 

A’ It may be too hot at first. Mtwe away some distance, return 
and try again, 

Q: What do you need to vault over? 

A’ The crack, 

Q: How do you get past the crack outside the tiled plaza? 

A: See the previous question. 

Empire of the Overmind (Avalon Hill) 

Qi What do you do after talking to the man in the cave and 
taking the blanket at the beginning of the game 
A: It is essential to read ‘The Rhyme of the Overmind’ before 
you start playing as this ntu only gives you the background 
story, but also gives you lots of hints. (Tough luck if you’ve 
got a pirated copy!) Also make sure you HOLD an object 
before trying to use it. 

Q: How do you conquer Overmind? 

A: Drop it in the lava pit! 

Enchanter (Infocom) 

Q; How do you open the jewelled box? 

A: Remove the rope first. As it’s no doubt been tied using a 
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magic spell, you’ll need magic to remove it. There’s at least 
two ways to do this. You could try the KULCAD spelh hut 
then you w^on’t have it later when you really need it. 
Alternativelyj ihere*s another magical item that will cut 
through the problem. 

Q: Whal is the significance of the four mirror rooms? 

A; They are a window onto another world - the world of Zorkl 
Qi How do you safely get the scroll from the control room? 

A: You can’t, but one of your animal friends can! 

Q: How do you get through the guarded door? 

A: You could use the KULCAD spell, but again that’s 
probably not a good idea. Have you ever had a dream of a 
nondescript room in which a cartoonish figure casually opens a 
simple wooden door and ascends the flight of stairs beyond? 
Could ihis be a message? Who could the cartoonish figure be? 
And w^hy is it that the door is not an obstacle to him? 

Q; What is the purpose of the adventurer? 

A: Deja vu? A touch of humour? Somebody to pinch your 
treasures? He can also help you in many ways. 

Qt How do you overcome K.rill? 

A: It sounds like you Ye missing a spell. Have you cncouniered 
the ancient Terror yet? If not, read the book in the library and 
work from there. You’ll also need to get past the guarded door. 
Fantastic Four Part 1 featuring Human Torch and 
Thing (Adventure International) 

Q: Is there any point burning the shack down? 

A: No. 

Q; How do you burn down the tent? 

A: Throw^ a high flame at it. 

Q: Can you remove the tar from Thing? 

A: No, 

Qi Can you extinguish the w-all of fire? 

A: Not permanently. 

Q: How do you get the bio-gem or iight the gas without being 
blown up? 

A: You canY. 

Q: What’s the purpose of being able to shoot Thing out of the 
cannon? 

A: If you do it properly, It allows you to get into the castle. 

Qj How do you get into Dr. Doom’s castle? 

A: This is really tricky and requires considerable cooperation 
between your two characters. Starting off as Thing, you musi 
cariy^ the cannon to the entrance of the castle, aim the cannon 
at the castle, put the gunpowder in, then climb in yourself. 
Change to Human Torch, fire the cannon at Blob, then throw 
a high flame at Blob. Make sure you have the graphics on 
during all this and you’ll get some neat (and quite unexpected) 
animation. 

Feasibility Experiment (Channel 3) 

Q: What do you do at the dragon *s lair? 

A: Shield yourself from the dragonY breath, then try fighting 
it, 

Qi What do you do at the mine shaft? 

A; Before you do anything, find yourself a key and a dagger to 
use down the mine. 

Qj What do you do at the stone temple? 

A', Read the inscription on the altar and pray in the temple. 
Ghost Town (Adventure International) 

Q: How do you get past the rattlesnake on Boot Hill? 

A: The item you need is in the jail. 

Qt How do you find the silver cup? 

A: Try dancing in ihe saloon when the time’s right. 

Qj How do you shoe the horse? 

A; You need three items. The first is in the stall. Examine the 


compass while holding this item and use your new found 
knowledge to break into the jail. Here you’ll find the second 
item. Finally, try riding the horse. I know he’s not shod yet, 
but if you SPUR him on, you may be surprised at the 
consequences - and find the third hem to boot! 

Q: How^ do you get to the Indian Village? 

A: Ride ol Paint. 

The Golden Baton (Channel S) 

Qi How do you give the salted slugs to the crab? 

A: FEED CRAB. 

Golden Voyage (Adventure International) 

Qi What do you do at the strange fountain in the damp cave? 
A: Throw the first stone tablet into it. Trust me. 

Qi What do you do with the small stones? 

A: There ate three altogether. One is buried in the jungle, one 
is inside the stone statue and one is in the hidden chamber. 
Take them all to the hidden chamber and drop them next to 
the stone. 

Q; W’hat does the inscription on the second tablet mean? 

A: Go to a location w^here you can see the item in the picture, 
then say the magic word. 

Q: What do you do with the stone block? 

A: You donY do anything to it directly. However, throw the 
second tablet into the second fountain and return to ihe stone 
block for a pleasant surprise. 

Gruds in Space (Sirius) 

Q: What do you do on Venus? 

A: Lots of things. Start by tying the rope to the tree, then go E 
and D. Use the object you find here to get past the Venusian, 
then carry out DeeboY instructions. 

The Hitchhiker*^ Guide to the Galaxy (Infocom) 

Qt How do you survive the Hying brick in the opening 
sequence? 

A: DonY kt Prosser demolish your house! What do protestors 
usually do? If you\T led a life of seclusion or never taken an 
interest in environmental issues, then read '’The Hitchhiker^ 
Guide to the Galaxy’ by Douglas Adams. 

Qj What do you do in the Vogon Hold? 

A; Consult the guide on a few things such as Babel Fish and 
Vogons. Obtaining the former leads to a greater understanding 
of the latter . Let the program lead you through the process of 
obtaining the Babel Fish, but youYl need your dressing gown 
and towel, Ford’s satchel and the loose pile of junk mail. 

Q; How do you prove your intelligence to the screening door? 
A: You canY if you*ve got any common sense! Consult the 
guide about intelligence, but donY bother trying to solve the 
puzzle until you have nearly finished the game. By that time 
you should have an item and not have an item w'hich w'ill 
convince the door of your intelligence. 

House of Secrets (Page 6 magazine) 

Q: What do you do with the target? 

A: Swallow the tablet lo calm your nerves then fire the 
crossbow w^hile holding the telescope. 

The Incredible Hulk (Adventure International) 

Q: How do you pull the ring in the first dome? 

A: Remember your nightmare before entering the dome. 
Kidnapped (SoftSide magazine) 

Q: Is there an error in the w^ay the clock reads on the ^ih floor? 
A: Yes, there is. In line 1960, change Tl to TI, otherwise 
you’ll get times like 15 P.M. Also, in line 1950, add a apace 
between TV and the closing quote, otherwise you canY watch 
the TV set. 

Q; What is the purpose of the locked door on the 6th floor? 

A: This is the door to the pantry. Thai’s where they keep all 
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ihe red herrings. 

Q: Having got to the window ot the dining room on the 4th 
floor, how do you get out the window with the umbrella? 

A; JUMP! 

The Mask of the Sun (Broderbund) 

Q: How do you get the silver bowl? 

A: Go to the secret crypt containing the three stone sarcophagi 
and search it. Talk to the ghostly apparition when it appears, 
but you must do so before it fades, so type quickly. Listen to 
what it has to say, then go back and kill the skeleton with the 
item it refers to. 

Qi What do you do in the boulder room? 

A: Nothing. 

Qi How do you get past the pale green gas? 

A: Try every direction. You can do this without getting killed 
if you type fast, Don^t wait for the prompt before you start 
typing. 

Q: How do you find the mask with the blue eyes? 

Ai After you'^ve got the first mask (the one with the black 
eyes), search the altar. 

Q: How do you get out of the Temple of the Sun? 

A" Look at the altar while w^caring the second mask. 

Q; How do you get out of the maze after the shifting room? 

A: Wear the real mask and move in any valid direction. Wear 
the mask again and move again. Keep repeating this until 
RobofT appears. It will take quite a number of moves. 

.Mission Impossible (Adventure International) 

Q; If you pour water on the disconnected bomb, it goes off. 
What do you do to defuse it? 

A: Did you read the sign in the Control Room? “No 
beverages► Please use Break Room," Hmtn... 

Mordon’s Quest (Melbourne House) 

Qj Where do you find the iron pyrites? 

A: Go SWj U from the enormous stalactite filled cave. Make 
sure you obey the sign, then go W', W, D. IneidentalLy, Td 
suggest you save the game before carrying out this sequence - 
just in case! 

Qj Where do you find something to help you breathe 
underwater? 

A; Go N, N, NW from the shingle beach and examine what 
you find there, 

Q: How do you open the doors bearing the ‘No Entry’ sign in 
the futuristic eomplcx? 

A; You can^t. 

Q: Where do you find the cigar? 

A: Go to the metal chamber where you found the crystal orb 
and try leaving the room in every direction. 

Q; How do you get into the catacombs? 

A: Do your Clint Eastw^ood impersonation in front of the 
Emperor, 

.Mystery Fun House (Adventure International) 

Qj Do you have to get through the grate in the parking lot? 

A’ Yes. Try removing the bolts with a tool found inside the 
fun house, then slide it open. 

Qi How do you open all the locked doors? 

A: Vou don't. There are five locked doors. You cati open the 
one in the store room with the rusty key, but the others stay 
permanently locked. 

The Payoff (Atari Corp./Bug Byte) 

Q: How do you get through the window without, the guard 
catching you? 

A: Spread the treacle and stick the newspaper on the window. 
Q: Where do you go from the costumiers once you’ve taken 
the money from the till? 


At Have you climbed the fence? 

Pirate Adventure (Adventure International) 

Qi How^ do you open the crate? 

At There isn^t any crate! If you mean the chest, then use the 
claw hammer to remove the nails and look under the rug. 
Planetfall (Infocom) 

Qi How do you get past the mutant infested bio-lab? 

A: Read the memo in the lab office and follow the instructions. 
Make sure you are wearing the item found in the desk, push 
the red burton, then hot tail it to the Projeon Office and down 
the elevator. 

Pyramid of Doom (Adventure International) 

Q: How do you destroy the iron statue? 

A: Lhe mural in the same room says “Seek ye well the 
HEART of Iron’’. This is a clever play on words by Scott 
Adams, but what does it mean? If‘well’ is an adverb, it could 
mean T.ook carefully for the HEART of Iron*, but if it's a 
noun, it could mean "The HEART of Iron should go to the 
weir. Similarly, “the HEART of Iron’" could mean 'the heart 
made of iron’ or *the heart belonging to iron* (as in iron 
statue?). Put it all together and you’ve got ‘Look carefully for 
the heart belonging to the iron statue* or 'The iron statue’s 
heart should go to the well*. Or both? What do you think? 
Sands of Egypt (Datasoft) 

Q: How do you get started? 

A; Go north until you find a cliff. Go west until you find a 
shovel. Get it. Go north and clobber the snake. Go east until 
you find a canteen. The rest is up to you. 

Qi How^ do you get the fronds? 

At Check out the pyramid first. 

Q: How do you get to the pyramid? 

A: Find some transport. 

Q: What use is the camel? 

A: I’ransport, 

Qj How do you ride the camel? 

At Feed it first then mount it. 

Qi How do you remove the cover in the pool? 

A: Examine everything first. Hook scepter to handle, then pull 
hook. 

Qi What do the hieroglyphics In the outer chamber mean? 

A: Translate them] 

Q; How do you get the ladder through the crack? 

A: Due to a bug in the program, you must DROP ALL, then 
try again and you should be able to get it through. (Refer to 
the adventure column in Page 6 Issue 13 for an explanation.) 
Savage Island Part 1 (Adventure International) 

Qi How do you rebuild the raft after it starts coming apart? 

A: You need to be on shore to do it. Cut the existing vines and 
the raft will fall apart. Rebuild the raft with the second set of 
vines. (You did think to cut a second set of vines didn*t you?) 
Savage Island Part 2 (Adventure International) 

Q: How do you reach the rooms beyond the flickering 
forcefield before running out of breath? 

At You can’t unless you’ve got a much bigger lung capacity. 
Somebody else in the game has that capacity. See the next 
question. 

Q: What do you do after meeting Argh? 

At Start by using the flow^er to knock him out and drag him to 
ihe eastern red metal room. Now play around with the control 
console. 

Q: After using the loop to find tw^o rooms (apart frtjin the 
cramped metal area) and moving the lever in the gym, where 
do you go next? 

At U se one of the control consoles to fix the flickering 
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forcefield so ihai you can get back to the time machinCr Use 
this to travel back to the age of the dinosaurs (the alien device 
will help here) and blow the tripe out of them! 

The Serpent's Star (Btoderbund) 

Q: How do you get the scrolls off the monks in the momstery? 
A: I haven’t played this game yet, but Tve got some hints 
which seem to indicate that you DON’T get the scrolls off the 
monks in the monafitcry. However, offer tea (or butter?) to the 
statue of Buddha. This gets you an audience with the x^bbot» 
Ask him ahtmt the scrolls and you’ll be taken to the library. 
Don't try to take the scrolls. Leave the monastery and find the 
wandering monk. Offer him some tsampa, ask him about the 
scrolls, then accept HIS scroll 
Sleazy Adventure (Atari Program Exchange) 

Qi How do you get past the Dirty Alcove? 

A: Ask for a HINT, then give something valuable to someone 
less fortunate than yourself. 

Snowball (Level 9) 

Qi How do you get the batpack from the video viewer? 

A: Use the screwdriver. 

Q: How do you get through the trapdoor? 

A: There is more than one trapdoor. Use the spanner to open 
the one in the winch room. Don't worry about the others. 

Q: How do you kill the bird? 

A: If you mean the nightingale, you can’t. Just hide behind the 
nearest door when you hear one coming. 

Soft Porn (Sierra On-Line) 

Q: Where is the hammer? 

A: Enter the bushes in the lobby of the hotel. 

Q: What's the trick to seducing the young lady in the disco? 
Flowers, wine and dancing don’t seem to work. 

A: Maybe that's not enough? Have you tried templing her 
with candy? 

Sorcerer (Infocom) 

Q; Whal do you do once you’ve reached the top of the chute? 
A: How did you ever get roped into this?. 

The Sorcerer of Cl ay morgue Castle (Adventure 
International) 

Qi How do you get past the chandelier? 

At Look at the ceiling to see where you’ve got to get to. Use a 
spell to dissolve the rope, but don't hang aniund or you'll get 
clobbered by the falling chandelier. (At least two spells will 
work, but only one is the ^correct' one.) Finally, step onto the 
fallen chandelier and use an uplifting spell. 

Scarcross (Infocom) 

Q: Where is the mass detecror output referred to by the 
computer? 

A: fhat’s the map that came with the documentation E It’s 
labelled in the upper right hand corner. 

Strange Odyssey (Adventure International) 

Q; What use is the black hole? 

A; A good w^ay to get killed! 

Q: W'hat use is the methane snowstorm? 

A: I reckon a methane snowstorm would be pretty cold. What 
could possibly live in such an environment? Return ii to iis 
home and see what it does. 

Transylvania (Penguin) 

Q: Where do you find some flies to catch on the flypaper? 

A: Pour the weak acid from the clay hut onto the ancient 
stump, then look at the stump and follow^ the direclions. 

Q; Ht>w do you get ihe key off the goblin? 

A: Give the flies to the bullfrog and listen lo whai he has to 
say. 


Q: What's the story with the unseen force that keeps shaking 
the ladder? 

A: The vampire is the unseen force. If you haven't seen the 
vampire yet, it’s probably because you've been carrying the 
garlic. Try leaving it behind. 

Q; How dtj you kill the vampire? 

A: Go to the castle, but don’t take ihe garlic wdth you as it 
keeps the vampire away. Wander around in the castle until the 
vampire appears, then show him the cross. 

Ulysses and the Golden Fleece (Sierra On-Line) 

Qj How^ do you get to ?ce the King? 

A: Talk to the guard in the entry ball of the castle. 

Qt Is there a key to open the jewel encrusted chest? 

A: No^ Tty using some magic, specifically a magic word foimd 
near the w^harl‘. 

Q: How do you get past the guard at the docks? 

A: Try talking to him, 

Qj How do you get past Neptune and Pluto? 

A: Read the poem in the instructions, (Tough luck if you’ve 
got a pirated copy!) 

Qj You can see objects after getting rid of the dragon, but it's 
not clear what they are. How do you get them? 

A: Vou cannot gei any objects after the dragon leaves. 

Q: How do you get past the giant wall of fire? 

A; Pour some liquid over you. (Oh, what a waste!) 

Q: After giving the wine to the Cyclops, he still wants 
something else. W''hat is it? 

A: Tell him what the wine's made of so he can get some more. 
Q; Where do you find some food to feed your hungry crew? 

A: After escaping from the Cyclops, slaughter the sheep and 
cook it over an open fire. You'll need some items from the start 
of the game to build a fire. 

Q: W'hat do you do after sailing past the Sirens, killing the 
Cyclops and freeing the man in the cage? 

A: It sounds like you may have bypassed the Island of Sirens 
without being drawn towards the jagged rc>cks on the shore. 
Don't! You need to listen to the Siren's song. Remember your 
Greek mythology - specifically Homer's 'Odyssey’, 

Qi Does the man who gives you the mallet want something in 
return? 

A: No. He is grateful enough to be free of the harpies. 

Qj How do you get past the skeletons? 

A: Use the enchanted sword, 

Q: What use is the lantern and how do you get it started? 

A; The lantern serves no useful purpose other ihan to prevent 
you buying an object that you really need, 

Voodoo Castle (Adventure International) 

Q; W'hac is the casi iron pot useful for? 

A' Eat the contents and you'll soon find out! You can also try 
smoking it! 

Q: W'hat is the kettle useful for? 

Aj Examining ii could be a moving experience, 

Q: What is the soup uRcful for? 

A: It’s a little more agreeable than the contents of the cast iron 
pot. 

Q:H nw do you lift the curse after getting the stick, lamp, knife 
and clover? 

A: You need two more items plus some instructions. Try 
reading the book for the latter. Still something missing? Try 
reading the advertising leaflet in the jail cdU but save the game 
before entering the jail 
Wishbringer (Infocom) 

Q: How do you pass the troll at the bridge? 

A: Nuts! 
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Wizard and Che Princess (Sierra On-Line) 

Qi How do you pasi the snake at ihe start? 

A: You should have received a small hint card with your game. 
Read it! The desert is a maze. There are thirteen rooms which 
all look the same except for the five with a rock in them. These 
five rooms are each distinguishable by the position of the rock. 
Look at the rock in each room and you’ll find that all except 
one have a scorpion under them. Gei the rock without the 
scorpion under it and use it to clobber the snake, 

Qi What do you do with the toad (or is it a frog)? 

A: lt*s a frog. Remember your fair>^ talcs! 

Zork I (Infocom) 

Q; Do insects play a part in things? 

No. 

Q: How do you get upstream? 

A: You don’t. 

Qi How' do you use the granite walls? 

A: There are two granite walls. A third one is not granite 
despite the implication of the graffiti on itn When next to a 
granite wall you can teleport yourself to the other one by 
saying the name of the room. 

Q: Do the words “Hello sailor” mean anything? 

A: Yes, but only in Zork III. They may also arise in an 
amusing scenario in Zork IV (whoops, I mean Enchanter). 

Q: When you try to kill the thief with the rusty knife^ it turns 
on you and stabs you in the throats What’s going on? 

At Don*t use the rusty knife to kill the thief. There is 
obviously some evil magic behind it (as its previous owner also 
found out). If you had your sword with you when you took the 
knifcj the flash of light would have warned you of its danger. 

Q; What do you do in the machine room? 

A: The machine is used to make something valuable out of 
carbon^ but I can’t tell you what. Examine every part of the 
machine (inside and out), then play around with it. If you still 
can^t work out what to do, pay a visit to the Technological 
Museum in Zork III. 

Q; What’s the third thing you need to do to get through the 
Entrance to Hades? 

A: Sir Richard Steele once wrote that “reading is to the mind 
what exorcise is to the body”, or something like that, 

Zork II (Infocom) 

Q: What is the answer to the riddle? 

A: What did the farmer say when he saw three holes in the 
ground? 

Q: How do you get past the guarded door? 

A: A key would help. And is the lizard doorkeeper REALLY 
growling at you or is it his stomach? 

Qi How' do you get the treasures out of the Bank of Zork? 

A: Drop all your treasures. Try entering the Safety Depository 
from different directions, then walk through the curtain of 
light and observ^e what happens. You should notice a distinct 
pattern. Once you understand the pattern, you can collect your 
treasures and prance on out without any trouble. 

Q: How do you find your way around the oddly-angled rooms? 
Has it got anything to do with baseball? 

A: Yes, it does have something to do with baseball. Find the 
home plate (what would you expect to find at the home plate?), 
then walk in the directions that you would expect to follow 
when going for a home run, (I don't know much about 
baseball, but I think baseball fields are always oriented the 
same way. The home plate is at the western extremity of the 
diamond and the pitcher is at the centre. As the pitcher faces 
the batter, his left side is to the south, hence left-handed 
pitchers are known as ‘south-paws\) The diamonds show your 


progress. The brighter they are, the closer you are to a ‘home 
run’. 

Qi What should you get the demon to do for you? Kill the 
wizard, get his wand or move the menhir? 

A: Aw, come on! You can't be serious! If in doubt, why not 
just save the game and try all three? They’ll all work, but Td 
recommend the second. The first lacks compassion and the 
third w^on’t allow you to complete the game, 

Q: You can get to the end of the game with the full 4(X1 points, 
but the game doesn't finish. What's the story? 

A: Seeing as you're so close to finishing the game, I think I 
should leave you in the DARK on this one. 

Zork III (Infocom) 

Qi How do you get the staff? Has it got anything to do with 
the broken timber? 

A: Exercise some patience and trust at the cliff . It's got 
nothing to do with the broken timber, 

Q; W^hcrc do you find the key? 

A: In the region south of the lake - providing you can get past 
the grues- 

Q: You can have all seven points, yet the Dungeon Master 
isn’t prepared to sec you. W'hat's the story? 

A: A point is aw arded as an indication that you have the 
POTENTIAL to find a required object, not for actually 
finding it. You have probably found (or been very close to 
finding) all seven objects that the Dungeon Master wants to 
see, but you didn't have them all with you when you visited 
him. 

There you have it, a monster collection of adventure hints 
from A to Z. These are all real questions that real people have 
asked, not contrived questions that I’ve made up just to fill the 
spacc^ If YOUR question isn’t here, then drop me a line and 
ni see if I can help you out, but please write neatly, ask 
explicit questions, tell me whether you want a hint or a 
straight answer and include tw^o international reply coupons to 
cover the return postage. 

Garry Francis 
26 Baringa Road, 

Earlwood, 

N.S.W. 2206 

Australia • 
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Flight Simulation Book Reviews 


by John S Davison 


Fiiffhi simulaior fans add new dimert^wns to their Jiying 

with these four new books. Ad are designed for practical use — you 
actually fly the exercises discussedi sharpening your flying skills 
and knowledge as you do sa. They may seem expettswe, but 
co?isidering the additional use a fid enjoyment they bring lo your 
simulation software they^re well worth the price. 


Cl—•'•***' 


LEARNING TO FLY 

with Flight Simulator 
Compute! 

£ 12,95 


Written by Jtihn Raffetty, a real-world e?tperiL-iiced pilot* 
this book provides an ideal iTitroducTion to the world of 
Sub!ogic*s Flight Simulator 2, {FS2). Ii\ split into four main 
sections using a total of twcniy six flights - with real airfields 
and routes used in iradiiional FS2 fashion► 

W'here appropriate* the dialogue you’d have with air traffic 
controllers is included - an invaluable introduction to the 
esoteric language used. Real fanatics could even record this 
onto tape and play it back at appropriate points for extra 
realism 1 

You start with basic training* taking you through all phases 
of a flight including taxiing* takeoff* climb* cn-route cruise* 
approach* and landing. You then go on to building your 
aviation skills by learning about flight planning* airport traffic 
patterns, basic radio navigation* short field takeoff and 
landing* stalls, engine failure* and standard rate turns. 

Then you develop precision flying skills, including precision 
landings and use of VOR and ADF radio aids for flying ihe 
USA's Victor Airways system. Finally, you're taught how to 
fly the professional way under Instrument Flight Rules (IFR) 
using advanced instrument flying techniques. This involves 
use of VOR* VOR,'DME* DME arcs* NDB* the Instrument 
Landing System with procedure turns, and back Loealber 
appri>acheH. 

The final part of the book includes Victor Airways charts 
covering the four main FS2 flight areas* and around 90 actual 
Instrument Approach Procedure charts covering many of the 
main airports in FS2, 

I found the book very easy and enjoyable to read, (and more 
importantly* to understand) - even on the most difficult of 
radio navigation topics. If you want a good introductory book 
to help you get maximum enjoyment from FS2, then this is it. 










FLYING ON INSTRUMENTS 
with Flight Simulator 
Compute Books! 

£ 9.95 

This book siarts by explaining in detail the six basic 
instruments used in instrument flying and how ta fly straight 
and level, climb, descend, and turn using them. It then covers 
en-route navigation and Instrument Approach Procedure 
chans, the latter looking impossibly complex until the book 
shows you how to interpret them. 

Navigation by instruments relies heavily on radio aids, so 
the book spends much time teaching you how to use the 
realistic twin VOR, DME, ADF, ILS, communications, and 
[ransponder radios fitted to the Cessna, Piper, and Lear jet 
aircraft portrayed in FS2. 

The practical exercises in instrument flight start with with 
instrument departures, en-route prewedures, and VOR 
approach and landing. Later chapters cover the more diffleuLt 
NDB approaches, procedure turns, and precision approaches 
using ILS. It then goes on to cover variations, such as ILS 
approaches at night, VOR/DME approaches, circling 
approaches, DME arcs, ILS approach after glideslope failure, 
and radar vectoring to final approach. 

The book’s text covers 83 pages, compared with 55 pages in 
the IFR section of the book above. In addition this book has 
over 160 pages of appendices containing takeoff minima, 
departure procedures and Instrument Approach Procedure 
charts for many of FS 2*5 airports. For me, these charts alone 
are worth the price of the book. 

I thoroughly enjoyed this book and v^ould recommend it to 
anyone who^s mastered flying FS2 in visual conditions and 
now wants to learn the secrets of instrument flying. 


FLIGHT SIMULATOR 

ADVENTURES 

for the Macintosh, Amiga and - 

Atari ST 

Compute! 

£ 12.95 

Written by three authors, this book is a straight copy of the 
format first produced by Charles Gulick. (See Page 6 issues 21 
and 26 for reviews.) The main difference is that it’s aimed at 
the ST version of FS2, so unlike Gulick^s earlier books it 
includes flights in the graphically spectacular San Francisco 
area. 

For those unfamiliar with the format, the book consists of a 
series of 'adventures" acted out using Flight Simulator 2, 
You’re given the parameters to key into FS2’s editor to set up 
each scenario, and then talked through the adventure as you 
fly it. 

This book contains 48 such adventures, ranging over the 
whole of FS2’s ""world" as supplied in the basic package. Some 
flights arc very similar to Gulick’s, such as those to well known 


landmarks like the Statue of Liberty and Scatile"s Space 
Needle. This isn’t important if you don’t already owm Gulick"s 
bcx^loi, though. 

The adventures cover a wide range of storylines, including 
straight sightseeing and Tun’ flights, flights with you as an 
air-taxi operator, mail delivery pilot, "eye-in-the-sky’ traffic 
reporter, getaway pilot in a jewel robbery, and many others. 

Overall, it’s a nice way of exploring the world of FS2, but 1 
don’t think it’s as well produced as Gulick’s books It doesnT 
include the same level of background information on the areas 
over which you fly. Nor does it exhibit the same level of 
warmth, friendliness, and enthusiasm evident in the originals. 
It’s still good fun, though, 

JET FIGHTER SCHOOL 

Compute! 

£ 9.95 

Richard Sheffield wrote this book with with Microprose’s 
FI 5 Strike Eagle in mind, but the material covered is equally 
valid with other jet combat simulators. Like the FS2 books, 
it’s deHigned to help you exploit the simulator to the full 
thereby maximising your enjoyment. 

It’s presented in two parts - Ground School and Flight 
School, covering theory and practice of jet comtaat flight 
respectively. The first includes background material on 
development of the FI 5, ba^sic performance and manoeuvring 
characteristics, weapons systems and capabilities, a brief 
history of its combat experience, and finally basic rules and 
manoeuvres of air combat. 

Flight School puts you in the F15’s cockpit trying out some 
of the theory. You start with learning combat manoeuvres 
such as aileron and barrel rolls; loopsi aplit-S, Immclman, 
stall, and break turns; inverted flying; and use of speed brakes. 

Having mastered the basics you then go on to learn ten 
offensive manoeuvres which use them, including head-on and 
turning attacks; high, low and straight yo-yo’s; and tollaway, 
pitchback, zoom and dive separation. Appropriate weapons to 
use are suggested in each case, and dive and pop-up bombing 
techniques arc also included. Diagrams arc provided showing 
exactly what the manoeuvre should look like. 

You then go on to Icam eight defensive manoeuvres to 
escape from an enemy closing in for the kill. These include 
high-G barrel roll, low and high speed disengagement, 
speedbrake reversal, spirals, jinking a head-on incoming 
missile, and how to hit an enemy behind you. 

The last tw^o chapters are written specifically for FI 5, 
covering actual combat scenarios used in the program. Many 
useful tips are given on risk reduction, limping home when 
damaged, using a two man crew, and other generally useful 
hints. Finally, each of the seven missions arc examined in turn 
and suggestions made on tactics you might employ to achieve 
your mission and get back alive. 

If you see yourself as a jet fighter "jock’ and want to increase 
your knowledge and skill in jet combat then this book will 
show you how, • 
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TUTORIAL SUBROUTINES 



7 . 


TITLE 


PAGES 


Brighten up your programs by 
paying a tittle more attention 


There are many amateur programmers who write programs 
for their own amusetnem, enjoying the devdopment of the 
program as much, if not more, than the end resuJt. Many of 
these programs function very well but lack the finish of 
commercial programs. Part of the trouble is in the presentation 
of the program - there seems to be much less interest in 
making a program attractive to other users than there is in 
getting the core to work as conceived. You will, however, find 
that your master work is much mote acceptable lo your friends 
and to maga^cine editors if it has a bit of gloss. 

The fullowing items are all important in making your 
program more presentable: 

Debugging 

Crash proofing 

Introduction and title screen 

Instructions 

Colour 

Sound 

End routines 


to the presentation. Ian 
Finlayson shows you how 

Experiment whth colour as well. The GR.2 lines will come 
out in different colours if you use lower case or inverse 
characters, and changing the colour registers with 
SETCOLOR commands or POKEs can give pleasing results, 
John Lawford^s Colour Tuner in the last Page 6 (Issue 33) 
could be a help here. 

THE SUBROUTINE 

Line 31970 - bets the graphics mode on which the custom 
display list will be based, then htids the address of the start of 
the display list (pointed to by the contents of locations 560 and 
561), 


These items can take almost as much effort as the core 
program itself. The aim must be to look at your own work 
objectively and try to make it not only work correctly but to be 
attractive as w^ell. 

DISPLAY LIST 

Although the subroutine uses a customised display list there 
is insufficient space in this short article to go into display lists 
in detail If enough interest in display lists is expressed, the 
Editor might give them a fresh airing in future articles, 
meanwhile you can find more details in the Atari magazines 
and books. 

To put it very simply a display list is a short list of 
instructions to a microprocessor called Antic, telling it how to 
set up the display screen. Normally you do not have to wforry 
about the display list as it is generated automatically when you 
give a GRAPHICS instruction, but it is not difficult to set up 
a custom display list to mix graphics modes on ihe screen^ It is 
possible to mix any graphics modes, character (text) modes 
and map (pictorial) modes. In the subroutine I have stuck to a 
mix of GR,0 and GR,2 text modes as they are quick and do not 
take up too much memory. 

THE TITLE PAGE 


Line 31972 - The fifth and sixth entries in the display list (at 
Df. + 4 and DL + 5) contain the address of the start of screen 
data. This location will vary depending on the configuration of 
your system so the values are saved for reinsertion in the 
display list later. The temporary variable I is used in the 
recursive loop which loads the custom display list. TT23 is set 
to the value in memory location 559 so we can restore it later. 
It is poked with zero now to turn off the screen. Turning off 
the screen has two effects^ first it allows the computer to run 
faster, and second it ensures that the new custom screen 
appears instantly when the screen is lumed back on so the 
process of setting up the screen and then putting the requires 
text on it is not seen. 

Line 31974 - reads an item of data from the list in line 31984. 
If the item is itero it is the end of the list and we go to 31990. 
Line 31976 — pokes the value into the required memory 
location, starting at DL and filling every location from there 
till the list is exhausted. 

Lines 31978 and 31980 - These two lines put back ihe values 
w'e noted earlier into DL 4-4 and DL + 5 so that we go to the 
right memory location for the start of screen data. 

Line 31982 - increments the counter I and goes back to 31974 
to read the next data iiem in the list. 

Line 319S4 - This is in effect the display list for this custom 
screen (except for the final zero which is only there to indicate 
the end of the list). This display list generates the following 
screen: 


The title page itself is in the second part of the subroutine. I 
don't pretend that it is particularly artistic or eye catching, in 
fact it is rather cluttered, I’his clutter is brought about because 
[ wanted to fill up the available lines to make it easier for you 
to overwrite with your own text and to have a good idea w^here 
the text will appear on screen. 


1 line of Graphics H 
4 lines of Graphics 2 

3 lines of Graphics 0 

4 lines of Graphics 2 

2 lines of Graphics 0 
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Line 31W0 - Here we star! setting up the title page. Poke 82i0 
sets the left margin to sero - this makes life easier when mixing 
texi modes. The default value of two gives a ragged left margin 
because the double width letters are inset two double spaces 
while the standard text is only inset two normal spaces. The 
setcolor commands can be changed to suit your requirements, 

I have set 2 (background)and 4 (border) to be the same and 
also 1 (text brightness in GR.O). You may want to set other 
registers for GR.2 characters including lower case and inverse. 
Posirion 0,0 ensures the cursor is in the top left of the screen 
ready for text entry. 

Lines 31991 to 32000 - These are the lines of text. Each line 
in the prograrn creates one line of GR.O or two lines of GR.2 
text, 1 have split the GR.2 lines into two halves of 20 
characters each so it is quite clear what goes on which line; 
Basie thinks we are in GR.O and expects the screen to be 40 
characters wide - this means that two GR.2 lines are treated as 
one line by Basic — we carij therefore, only type the second line 
of the pair as a continuation of the first, A carriage return 
anywhere in the first line of the pair will skip over the second. 
As Basic thinks we are in GR.O we just use Print (or ?) to put 
the text on the screen for GR.2 lines as well as GR,0. 

Line 32002 - turns the screen back on once all ihe text has 
been filled in. 

Line 32004- Looks to sec if the START key has been pressed 
and if so it clears the screen back lo standard GR.O, resets the 
left margin to the normal (2) and RETURNS to the main 
program. 

Line 32<M)6 - loops back to 32004 waiting for START to be 
pressed. 

The subroutine can be run as it stands - although pressing 
START will give an error message as there is no GOSUB for 
the RETURN in line 32004. 

The easiest way to customise the title page for your own use 
is to type over the text in my subroutine without changing the 
length of the text strings. If you experiment freely remember 
that you can sometimes get into a position where you are not 
quite certain what is happening with a custom display list like 
this, This is because the bottom lines of the normal text 
screen have been pushed off the visible screen by the double 
height GR.2 lines and the cursor is out of sight, A recovery 
can be made by pressing BREAK and blindly t>^ping GR.O 
followed by RETURN - this restores the standard text screen. 

Have fun with your title screens. As always I will try to help 
with queries if you send a stamped self addressed envelope; 
also I would be pleased to hear what you are interested in for 
future articles. My address is; 60 Ruundstnne Crescent, 
E.Preston, W*Sussex, BN16 IDQ. « 
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KF 31969 REM CREATE DISPLAY LI^T »« 

MR 31970 GRAPHICS 0 J PL = PEEIf f560} + ?56*PeElt 
C661} 

0K 3197Z TT21 = PEEK COL + 43 : TTZZ-PEEKCPL<'51 ; 

1 = 0 : TTZ3=PEEKC559) SPOKE 669,, 0 
HH 31974 READ AiIF A=0 THEN 31998 
Cl 31976 POKE C0L+1J,A 

WT 3197s IF 1 = 4 THEN POKE I>L + 4,TTZ1 
VC 31908 IF I=S THEM POKE DL+S,TT22 
TC 31992 I=I+l:GOTO 31974 

HD 31964 DATA 112,112,112,66^96„144„7„7«7 
, 7, 2,Z,2,7,7,7,7„2,2,66,32,156,0 
KR 319S9 REM ** EKANPLE 

TITLE PACE K* 

HA 31998 POKE 82,8J9ETCOLOR 2^9„Z±5ETC0L0 
R 4,9,2;5ETC0Lon i,e,le:POSITION 0,8 
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t POKE 
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GOTO 32002 




NEW ON THE MARKET! 


MOUSE HANDLER CAPABLE OF SMOOTH 
PRECISON DRAWING 

ST MOUSE wilh no hardware modifications, (or use on 
any 8 bit Atari, ST HOUSE, Handler Demo Programme 
£24.95 inc postage, 
fdisc or cassette) 



DO ^OV WANT TO SPEED UP VOUFl 
PflOCftAl^MIHC ETC7 

Tl>«n tfrrtd rlAw kK nC FORTiH. Ih« WMltld 

IDA^I^ ter Lht, 4 hit Atpif ifiiifi « mjra'rnum-nl ‘4DK 
rni}<n(iiy 


F!C FORTH D!SC 
£1Inc 

FIG FORTH PLUS MOUSE 
£15 Enc po?tag(i 


fit ffirfH 

irllU un(>ll 
li'iri f.kn ^Uh ba mad 
mtn ,n ST dOUSS idih 
haiiftaaTa jncdrkla*- 


F\i|sjr $^ttwir 4 tld' 

4 Church HIM Rowd 
EjaI Birn*!, Htrta, EHd 9TS 
Tflt01-4At D71B 
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SorTWARE 

Coming soon - a range of 


■¥■ AVAILABLE NOW ^ 

10-PRINT 


utUitYf application and 


educational software for your 
8-bit ATARI 


_ 1 ' 


-• L.”«« 

I toK«t* _ 


Available only fay Mail Order from: 
PAGE 6 SOFTWARE, P,0. BOX 54, 
STAFFORD, ST16 IDR 
Tel. 0785 21392S 


AN ESSENTIAL PURCHASE 
FOR 1029 OWNERS 

10-PRINT will allow your 1029 
printer to print in any font 
resident in memory 

Program listings can have inverse 
and control characters 

Fonts can be mixed in letters and 
reports 

NEW improved manual and 
utilities 

Disk 69.95 
Cassette £7.95 


-¥■ AVAILABLE NOW 4 

TARI-TALK 

TRANSFER ALL THAT VALUABLE 
DATA TO YOUR ST 

* TARI-TALK is a self-contained package- 
that contains all you need to transfer text, 
data files or programs from your S-bit 
Atari to your ST 

* Contains 2 metre interface cable and 
software. No programming knowledge or 
experience required, 

* T ARLTALK is the ideal accessory if you 
have word processing, data base 
information, filing or programs on your 
S-bit that you want to use on your ST 

* No additional interface required 

Price £19.95 fully inclusive 


¥ AVAILABLE NOW ¥ 

SPELL ME 

The only program for the 8-bit Atari to teach 
your children how to recognise letters and 
spell words 

* Several levels teaching alphabet 
recognition, spelling and word and picture 
association 

* Aimed at 3 - 5 year olds or older children 
with learning difficulties 

Excellent graphics, 'nursery rhyme- 

rewards, optional timer and Score and 
much more 

* Unlike many other educational programs 
SPELL MH is written by a qualified teacher 

SPELL-ME Disk £7,95 
SPELL-ME Cassette £5.95 


Access/Visa orders accepted. All items post free in U.K, 
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Prospero Fortran for GEM 
Prospero Pascal for GEM 
What the reviewers say: 


*‘The latest release of Prospero Fortran is 
a significant improvement both in docu¬ 
mentation and in use. The workbench 
works well tn providing a very user- 
friendly environment allowing the user to 
move smoothly between the editor and 
the compiler. The package is further en¬ 
hanced by the good debugging facilities, 
and the documentation level, which is 
well above average. The whole thing has 
a thoroughly professional feel and should 
suit the iSg inner and experienced Fortran 
programmer alikeST World 

‘The GEM documentation is among the 
finest I have seen. For each section of the 
AES and VDI there is an explanatory 
passage^ followed by a detailed descrip¬ 
tion of every call. All of the parameters of 
the calls are detailed and examples are 
provided for each one.” Atari Estplorer 

“If you use Fortran, this is a program 
worth the money and worth having, lonJy 
wish I cou Id use the workbench with other 
languages too!” Page 6 

“The GEM documentation is undoubta- 
bly the best of it’s kind I've ever seen, 
with detailed information on every topic 


under the sun„„There is no question in 
my mind that this is a superb package 
which will more than satisfy existing 
Fortran users and at the same time prove 
a perfect and fairly painless introduction 
to newcomers,” Atari ST User 

“Two weeks and a case of Guinness later 
I am back with a working program and 
good news: this is by far the best Pascal- 
family language (i.e, Pascal or Modula-2) 

implementation I have ever used - and_ 

notonlyonthe Atari ST. „ Jam highly im~ I Tdcptionc number-— ^ j 

press^with this product. By now it is the |lwishiopay£_^by: | 

compiler of my choice on the ST. Itisnot □ Cheque enclosed | 

cheap - but well worth it. If yon want to 1Q Credit caid: 

do serious programming in a civilized * Type: visa/Aceess/Mastenaxd/Eurocanl/ 

language on the ST, this is an obvious | D,r«r* Club | 

choice,” Current Notes | ^ I 

Proj^ero Pascal for GEM and Prospero \ can* 'f difTeitnt fiwn [ 

Fortran for GEM combine a compiler I despatih address. i 

with an editor environment. The pro- □ Bank transfer to Uoyds Bant pic. 160 High 

grams,completewitk800pages of docu- 

mentation, cost £86.91 iPascal) andll 13 _ 

Software. Also available for Amsirad, Prosoero Software 1 

Atari A other PCs with GEM. ■ ■ E 

^IaNGUACES TORMKROCOmmMlI^IDN^ 

Thejiiltitxi of these reviews b available on request. iBosmj^su.LOHixwswDflDetEM^ HSi telex pi™ 


jHow to buy: 

I Mail this to Prospero Software Ltd, Department 
I 907,190 Casldnau, London SW13 9DH, England 
I or fax it to 01-748 9344. Credit card orders am 
I also acce pled by lelephone on 01-741 8531, 

[ Please send me: 

ID Ptospeto Pascal fotGEM it £36.91 + £13-04* 
jU P^o^io Fortran for GEM at £113+■ £16.95* 

1 foTT fj Atari ST D PC Compalibles 


1 foTT LI Atari ST LJ PC CoinpalJble& 

I postage is free on prepaid o^nders in the UK, £5 
I pcT product in Europe, £10 per product for the rest 
I of the world. Please pay by Cheque (UK oinly), 

I Eurocheque (£1 (XI per cheque maximum), Credit 
I card, or Bank transfer. * VAT in UK only. 

' Name--- 

I Address _ ___ 


OPEN 9AM TO 5.30 MONDAY SATURDAY 
MAIL ORDER 4 CREDIT CARDS WELCOME 


VOi^COffl 

1 "■> 1 pV, V 1 j » I- ■ S' 


—El D D El ESI Q Q B— 


C Blij A « 1^# i^iOi!)i<n4mD4ul4-l0if . • .l^tllJO 

CHM IUSC . 

SPtCtFuin^Eyi'}CHnBiJ'*'<r«IEhPr«iJi|ilichan4*4t|t4*t 

Atari l;iax|SlDMirP4Ck*l[tit4t*iltil't<A<44f.|4pftl(k 

andll**** 

Gd*** C'l«**lt Hlth fr«i SupirMil-lvBf*! i-d** ...... . ... l44.[l0 

$(qaC*’niiCBnifll**ll'*iM*i'***iABDlt't{iA* . 

AkaTl SrOiTFW . fllfl.OO 

SreiTU . M*ui* . 

i|drl47g$TM. UBUii.SFl^iOrPrt. .... . 

Alan lO^aSTF . . tJ*-).P0 

iTS.nM**!»STJ . itll.Oa 

Atarr M*4« Sr^ .... .. .. i '7^1 OO 

-Utf* }T|tana«qin^l«t* vIEfi tMtl-a C*t ^gni«U««iM*r an4 ntw 

Iriclud* Sllttir Chlvi 


I ) Dunigf&rt M0»t«r ..i 72. 4 S 

J't Th*>awp .....f 22. 45 

3Wh« Bardt TgU .122 45 

4'| Thrk Gtilld of Tht«v*« ... 122.4 5 

5'| Nufd t Ban... ... 1 2b 45 

b'j Gp«fw Bangar ... 

7] Spoira Ouiil ........ .. 122.4 S 

fll Knloht t>c... 1 t 7.45 

4) PIkjndarad Haartt .. 122.45 

*1 Oj 72 I R Ba**r ^iraat .. ... 122 45 


11 f Utt Ward Ptkn ..... £7 I .45 

2] VfP Pfbfe^alanal .................. r2Db.BD 

3] Saga Auaunlanl Plua...... E2Db.QD 

IJ SupaTbflia PaFAftnnI ... 194.4 5 

53 TflmboM ....190,45 

b) Pubtlihing Poftnar.. El 43.49 

75 K-Waad2 ....E7 1 V6 

0) T*Mi0u» ....... t3h-V3 

91 Hobawla^.... £b7 4 5 

d> K-Oata . ....£4 4.95 


Carr tar CfHiwngnd.... E22.I9 

9 l4Ctr Ldfnp..... — f ) 7. 96 

Baicllp«h ,........£17.96 

Bafabta ..... C t 7.46 

BHX SJimilatw.... £ 1 3.44 

Pradator ............... 1(7.46 

Wliboll ... ^ 

Otdt ......£ 1 7.44 

Dafandar Cra*ii-........ £25-46 

) Tati DrJra ..... £22.45 


-THE YORK COMPUTER CENTRE, 9 Davygate Centre, York YOl 2SU, Telephone: (0904) 641862 
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If you buy one of Mierorsoft’s Ginemavuare productions at 
the moment you could end up in Hollywood! 'I'hc nc^t six 
releases under the Cinemaware Label, starting with THE 
THREE STOOGES, will contain entry forms for a ‘Hooray 
for Hollywood^ competition in which the lucky winner and a 
friend will be flown to Hollywood to be given a tour round the 
most famous movie studies as a guest of Cinema ware. There 
will also be look’s of runner up prizes of cinema tickets (the 
local Roxy, not New York!) and details will be on the special 
competition packs available throughout the summer. 



Mastertronic’s Rin^wara 


Recent or coming releases include ROAD WARS from 
Mastertronic at £19.90, LORDS OF CONQUEST, at 
£19,95, from Electronic Arts, a well respected 
conquer-the-world strategy game which has been available on 
fl-bit machines for some time, Novagen are still working on 
DAMOCLES which should be out in September. Cascade 
have RING WARS, a 3-D space exploration game at £ 19.95, 
STAR FLEET 1 is a space battle simulation from Intersel 
that will set you back £24,95 and put you in command of one 
of 36 heavy galactic cruisers defending the the Alliance (no not 
the SDP!) from attack from invading KreJlan and Zaldron 
warships. More from Mastertronic ate MOTORBIKE 
MADNESS and WORLD DARTS both at £14.99 plus 
SIDEWINDER, an old Atari S-bit title, at just £9.99, 

If you haven’t heard of Atari’s summer offer on the ST yet, 
you ought to check your savings and pay a visit to your local 
dealer, The bad news is that a 520STFM will now eost you 
£100 more at £399 but Atari will include in each ‘Summer 
Pack^ over £400 worth of software absolutely free! It’s not 
rubbish either, in fact it includes some of the very^ best releases 
around and also one or two games that have not been 
previously released. Games include Sapersprint* Marble 
Madness, Dcfendi^r of the Crown, Rampage, Strike 
Force Harrier and many more - 22 titles in fact! So if you 
want to buy a computer that will keep you from visiting your 
local software supplier for the rest of the year get out those 
savings. 

Whilst ST software continues to pour in from all sides, one of 
the first companies to produce a serious package for the ST 
has announced that it is pulling out of the ST market. 
Cashlink Software produced one of the first, and one of the 
few, full accounts packages for the ST but have found that 
sales weren’t up to expectations and so are retreating to the 
bigger money w^orld of IBM, The original Cashlink cost 
around £200 on the ST and Cashlink will kindly give you a 
‘special offer* lo upgrade to the IBM version for an extra 
£295[ Guess where the real money still is! 


Rain bird have some interesting releases lined up for the 
summer including follow ups to a couple of their blockbusters. 
The next one from Magnetic Scrolls is entitled 
CORRUPTION where you will find yourself in a modem 
adventure set in the world of high finance and intrigue. 

Having been framed by your partner and facing a spell in jail 
you w'ill have be devious in the extreme to extricate yourself, 
particularly as an irate drugs baron is also after you! They say 
this one is for ‘hardened advcnlurtTs’ so be prepared! On a 
more traditional theme is LEGEND OF THE SWORD, a 
new style of adventure from Silicon Software. Rather than 
following a character, the game tells of the chronicles of Anar, 
a mystical sword and shield whose magical aura protected the 
inhabitants of Anar for many years. With the kingdom 
plunged into turmoil by invaders you have to find the sword 
and shield to restore peace. The game is said to be a cross 
between roe-playing and text adventures and has several 
unique features including over 300 cameo illustrations, icon 
driven commands and an innovative scrolling map. 
VERMINATOR is an arcade style game set in the trunk of an 
ancient oak tree! You have to get rid of all the wriggling and 
flying nasties in over 250 different locations in the tree from 
the roots to the top most leaves! Finally comes one you may 
have been waiting for - STARGLIDER II - the sequel to the 
now famous jez Sans masterpiece. Over 80 characters will be 
encountered in fast animated 3-D graphics set among a vast 
galaxy of planets with interconnecting tunnels. You will listen 
and hunt for the Space Whales in the upper atmospheres, blast 
slithering Pac-Worms and discover the astonishingly graceful 
Manta Rays. Someone has definitely been reading Arthur C. 
Clarke, have a read of A Meeting with Medusa before buying 
the game! All these from Rainbird will be at £24,95. 



[.atest release from Frontier Software is this little beast 
which looks just like a hard drive with a slot at the front and 
effectively that is just what it is! The Supra FD-IO is a 10Mb 
floppy disk drive that allows unlimited storage by simply using 
any number of floppy disks. The access speed of the drive is 
almoiit as fast as a hard disk W'hich makes the FD-IO and ideal 
back up device for hard disks users or a useful alternative for 
anyime contemplating a hard drive. Price is £799.95 inclusive 
and the special disks required will cost £17.95 each. 
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Available only from Classic Software 
Send Cheque or P.O. for £19.95 to: 

PO Box 8. Sandown, Isle of Wight. P036 SLT 


VTS4 


Credit Card Hotlines 
0983 864674 or 0983 406600 


DEALER ENQUIRIES WELCOME 

DARE YOU TRY ? 


BOMB DISPOSAL 


The designers, programmers and artists at Classic 
Software welcome you to a new concept in 
computerised entertainment. From the moment you 
first boot up Bomb Disposal you will realise that 
this' is no shoot 'em up arcade game, you are the 
trainee bomb disposal expert, v^ho must decide 
how to defuse a series of explosive devices and 
stay alive. WARNING: This programme is not for 
the faint hearted. 


FORGET-ME-CLOCK 
Frontier Software 
£22,95 


Reviewed by 
Les Ellingham 


Unless you are the fortunate owner of a Mega ST you will 
know the frustration of having all your files dated sometime in 
1Q85 no mailer when you saved them! Not helpful. Of course 
you can install ihe Control Panel accessory and set the time 
and date each time you bcjot up but, like most people, you will 
often forget. The answer is to install a clock card which w^ill do 
most of the work for you although you must still remember to 
use a particular disk to boot up your system. 

The Forget-Me-Clock from Frontier Software is currently 
the most widely available, and cheapest, clock for the ST and 
can be fitted relatively easily into all models of 520 or 1040ST, 
Concise fitting instructions are provided and almost anyone 
should be able to fit the cltJck in under 15 minutes. Fitting 
simply involves removing the cover, detaching the keyboard 
connector, removing a chip which you fit on the clock card and 
then plugging the clock where the chip used to be. Finally you 
place the batteries in a suitable location inside the computer 
and connect them up. I say ‘relatively easily" because it is a 
fairly straightforward procedure but I did find the chip to be 
an extremely tight fit into the socket on the clock card and 
great care must be taken not to bend the pins when the chip is 
first removed. Of your 15 minutes spend 10 minutes removing 
the chip! 

Once installed the time and date are set with the software 
provided and you must then make sure that each time you boot 
up you use a disk which has the supplied AUTO-SET 
program in an AUTO folder. If you forget you can of course 
run the AUTO-SET program on its own at any time, as all it 
does is take the correct date and time from the clock and 
update the ST system clock. All of your files will be saved in 
correct date and time order and other programs will be able to 
pick up the cortecT date and time. There are several public 
domain clock and calendar utilities you can use for different 
applications some of which are provided on the 
Forget-Me-Clock disk. 

The Forget-Me-Clock is, at £22.95, one of the cheapest 
clocks available for the ST and, if time is important to you, 
should be a w'orthwhile investment. * 


A FREE 

FORGET-ME-CLOCK! 

PAGE 6 has FIVE Forget-Me-Clocks to give away to lucky 
readers, courtesy of Frontier Software. All you have to do is 
write down FIVE ST products distributed by Frontier 
Software and send the list to FORGET^ME-CLOCKS, 
PAGE 6, P.O BOX 54, STAFFORD, ST16 IDR. 

Yqu^II have to be quick, we only have FIVE to give away 
and they will go to the first FIVE correct entries opened in 
this office on the 5th July. Get thinking and get WTiting, but do 
it quickly! 

If you are not that quick, or lucky, you can still get a 
Forget-Me-Clock at the regular price of £22.95 from Frontier 
Software. Write to them at Box 113, Harrogate, North 
Yorkshire, HG2 OBE or ring them on 0423 67140. 
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tile hassle 
Cut the coupon! 
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Enter the 

WORLD Of 
ADVENTURE 

... ST STYLE 


How does ihe ST adventurer fare when ii comes to his or 
her favourite computer fodder? How many adventures are 
there on the ST> The first problem is of course defining what 
is meant by an ‘adventure*. I will exclude for the moment the 
‘Dungeons and Dragons* implementations such as the Ultima 
series from Origin Systems and Dungeon Master from FTL 
which although excellent ‘adventures’ in their own right are 
not what is usually meant by Computer Adventures. Nor will 
I include the so-called ‘arcade adventures* which are mainly 
joystich/mouse driven and consist mainly of fighting ones way 
Through mazes, finding artefacts to "use* elsew^here in the 
game. 

Even fiOj that still leaves a wide selection of adventures with 
and without pictures, and with varying levels of interaction 
with the graphics. I easily located over sixty adventures from 
over a dozen companies. 

IN THE BEGINNING WAS ... 

It is all reputed to have started back in 1^76 with Willie 
Crowther and Don Woods producing a game called 
Adventure. This was soon followed by a group of guys at MIT 
publishing a game called Zork in 1977^ and Scott Adams 
amazing everyone by managing to fit his first adventure 
Adventureland into a 16K machine in 1978, 

Two of those early games are still available on the ST. 
Adventure was taken on by Level 9 in this country and 
renamed Colossal Adventure. They tacked a bit on the end 
(see if you can spot the join!)^ wrote two sequels {Adventure 
Que^t and Dungeon Adventure), and over the years, 
improved the vocabulary and syntax of the games, added 
pictures, and published the trilogy as Jewels of Darkness. 
Level 9 have produced a number of excellent games over the 
years, many of which are now available on the ST. They have 
packaged six of their other old games in sets of three and, at 
3-for-the'price-of-l, Time and Magik, Silicon Dreams 
and Jewels of Darkness are without doubt some of the best 
buys on the ST adventure market at the moment. 

INFOCOM AND 

The other of those originals which is still around is Zork. 
The MIT guys formed a company called Infocom in 1980 and 
since then have produced not only Zork II and Zork III, but 
30 other adventures covering virtually every imaginable genre 


- Fantasy, Mystery, Science Fiction, Comedy, Tales of 
Adventure and, recently, Horror and Romance (which, my 
eleven-year old son assures me, are actually the same thing!). 
Although the recent games are unclaased Infocom, for many 
years, classed their games as Introductory, Standard, 
Advanced, and Expert. If you are a beginner then you could 
try Wishbringer or Moonmi»t, if you want a real challenge 
then you should try Deadline, Starcross at Spellbreaker. 

Infocom adventures are all pure text. They believe in the 
power of the imagination to provide better pictures than they 
could, and that a thousand w'ords are worth a lot more than a 
picture! They have concentrated on improving the capability 
of the games to understand your input, and thus make the 
game more fun to play. Although some other companies are 
catching up in this area I believe Infocom still have the edge. 
The only catch, in this country, is that infocom games are a 
trifle expensive. Look out for special offers or see if you can 
get a penfriend in the States to send you some - they were 
doing quite reasonably priced sets of Zork I, II, and III, and 
of the second Zork Trilogy (Enchanter, Sorcernr, 
Spellbreaker) earlier this year over there, and also a trio of 
Science Fiction Classics and a Classic Mystery Library. 

The recent Beyond Zork offers a little graphical help with 
the mapping, but is still basically a text adventure - and one of 
their best! 

Another of Infocom’s recent offerings, Nord and Bert 
Couldn^t Make Head or Tall of It, is a set of eight short 
stories all involving wordplay - cliches, spoonerisms, and 
other verbal trickeries - good fun if you are into that sort of 
thing and fancy a bit of variety. 

SCOTT ADAMS 

The third of the original adventures, Adventureland, is not, 
to my knowledge, available on tht ST. Scott Adams went on 
to produce over a dozen adventures, adding pictures along the 
way, culminating in The Sorccrat of Clay morgue Castle which 
I consider his best - albeit a trifle primitive when compared 
with the later offerings of the other companies. He then went 
on to produce the Questprobe series in conjunction with 
Marvel Comics, some of which are available on the ST, I don’t 
know what went wrong, but they are nowhere near the quality 
of his earlier work (I suspect he didn’t have a lot to do with 
them - they probably just used his name) and I cannot really 
recommend any of them. 







The fact ihai both Zork and Coloasal Adventure are still 
around and atill papular says a lot for their quality - all serious 
adventurers should have a go at them! 

A number of other companies are also producing new 
adventures of a very high quality, usually with pictures added. 
Foremost among these are the UK’s own Level 9 (Gnome 
Ranger^ Knight Ore), and Magnetic Scrolls (The Pawn* 
The Guild of Thieves). There are others such as Activision 
(Borrowed Time, Mindahadow) and Penguin 
(Transylvania^ Crimson Crown), but I wouldn’t put them 
in quite the same class. 1 would class all these as text 
adventures, since I use a rule of thumb when evaluating the 
graphics which arc provided with adventures: Lf I turn them 
off, can I still solve the adventure? (The fact that Knight Ore, 
for example, comes without pictures on the SOOXL, places it 
firmly in the text adventure category^ by my reckoning.) 
Personally, if the game is going to have graphics at least make 
them integral to the game! 

INTERACTIVE GRAPHICS 

This now brings us to another range of adventures, those 
where the graphics form an integral part of the game+ Prime 
examples of these are the excellent games from Sierra: King^s 
Quest I, II and III, Space Quest I and II, Police Quest and 
Lounge Suit Larry in the Land of the Lounge Lizard&n 
In these games you have to use the cursor keys or mouse to 
manoeuvre your character around the screen in order to solve 
certain puzzles and reach certain places, as well as entering 
text commands in the normal way through the keyboard. I 
found King^s Quest III, especially, to be a superb game, and 
the fact that the three King’s Quest games are currently being 
offered for the price of one makes them an excellent bargain. 

The idea of interacting with the screen is also used 
effectively in Tass Times (from Activision) and Deja Vu 
(from MJndscape) where normal text entry is augmented by 
the ability to use the mouse to point at items in the pictures, 
and to point at icons to indicate what you want to do with 
those items. The new Morteville Manor goes even further 
and provides you with pull-down lists of words as well. You 
issue all your commands without touching the keyboard! 
Morteville Manor also breaks with the tradition of using text 
on the screen to respond to your input - instead they use 
speech synthesisers to let the characters in the story talk to 
you! 1 understand Infogramme’s Sidewalk is likewise all 
Icon-driven. As I haven*c yet played any of these games I can’t 
really comment on how good ihey are^ Time will show 
whether they are just gimmicks, or whether they will develop 
into whole new sub-genres of computer adventuring, 

THE ADVENTURE OF THE BOOK 

There arc many other adventures on the market - the ST 
appears to be w^ell catered for. But I would just like to mention 
one other company at the moment. That is Telarium, For a 
company with a wide range of adventures for a number of 
different machines, they seem to get very little publicity in this 
country. Their titles include The Scoop (Agatha Christie), 
Perry Mason: The Case of the Mandarin Murder (Erie 
Stanley Gardner), Nine Princes in Amber (Roger Zelazny), 
Amazon (Michael Crichton), Dragonworld (Preiss/Reaves), 
Rendevous with Rama (Arthur C Clarke), and Fahrenheit 
451 (Ray Bradbury). But I don’t recall seeing a review for any 
of these in any magazine! Telarium’s President, C. David 



Seuss, wanted more plot and character development and less 
* guessing what w^ord the parser is looking for’. He achieves the 
latter of these by the simple expedient of enclosing a 
vocabulary listing with the game, especially useful when in 
specialised situations such as cross-examining a witness in 
Perry Mason, or indulging in a sword fight in Nine Princes. 

To get more plot he collaborated with acknowledged authors 
(but you probably guessed that from the list'). 

Some of the adventures are faithful simulations of existing 
stories (e.g. Nine Princes), other arc specially commisioned 
sequels (e.g, Dragonworld). To be honest, it dt>e$nh always 
work. I found Amazon particularly boring - in most cases you 
have to do just the right thing at just the right time then the 
plot sweeps along to another decision point. Fahrenheit 451 
and Dragonworld are the closest to traditional adventures and 
well worth trying. I found Nine Princes in Amber especially 
interesting (I may be biased since I enjoyed all the books) in 
that you can play it just like the books but then you don’t win. 
You have to deviate from the book plot in a number of places 
to achieve final victory, and there are lots of other endings to 
find as well - a very cleverly thought out game^ 

All the Telarium adventures feature a number of happy 
little tunes, and lots of piciurcs, small ones and big ones, with 
text and graphics split either horizontally or vertically to 
provide a bit of variety. I would recommend trying at least one 
of them just to experience a different approach to computer 
adventures. However, because of the way they tend tg lead you 
through the plot they will not be everyone’s cup of tea. 

So, plenty of variety, with only one catch. The cost. Most of 
the adventures on the ST seem to cost between £20 and £3fl 
and hO odd adventures will cost you a lot of money! Buy the 
three packs, shop around, or hope you get them as presents! 

Happy Adventuring I * 


by John Sweeney 
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With his kst iota of m^nna (magical 
energy) Gothmog hurled a poison blast 
which destroyed the last of the 
skeletons. We tutned and raced down 
the corridor looking for somewhere safe 
to rest. At last an open door appeared. 
We stepped through carefully and froze 
as we heard an ominous click 
underfoot. A doorway in the far right 
‘ hand comer of the room opened slowly 
as we waited with bated breath to see 
what would step forth from the 
shadows. The door opened fully. 
Nothing happened. The room wc had 
entered was quite small. An alcove 
straight ahead of us was inaccessible 
because of a deep pit which opened 
directly in front of us. 

We stepped carefully to the rights 
avoiding the pit - another clickf And 
with a rumble the doorw^ay in the 
comer closed again. We e3^amined the 
floor carefully but could see no more 
floor pads. Making our way to the door 
we looked through its bars and found 
that it lead to a small room containing a 
key. Son]a immediately tried her usual 
subtle approach of attacking the door 
with her shield and batileaxe. Useless. 
Mophus cast his mightiest OPEN 
DOOR spell at it. All to no avails Ley la 
experimented with the pads and found 
that she could easily open and dose the 
dootj but never in such a way that it 
was open when she was beside it. 
(Unfortunately the party have to stay in 
a light group in one square so you can’t 
leave someone by the door and use 
someone else to work the pads!) 

Gothmog then sported a lever on the 
wall by the door. As he pulled it there 
was a deep hum behind us and turning 
w^e discovered a blue haze in the air 
between us and the pit. He pushed and 
the haze disappeared, pulled and it 
reappeared. '*Ahj, w^ell, nothing 
ventured ..." j someone muttered as we 
stepped into the haze. ZAP! Where are 
we? Aha., in the alcove round the comer 
from the doorway! There was a dick as 
we landed on yet another floor pad! 
Another rumble - the door was open 
|,j again - but now we w^re stuck even 

further away - completely confined by 
the pit! Then LeyJa found a small 
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button on the wall. Press it and the pit 
closes! Quick, cross it back to the first 
pad - Click - Whoops - that one opens 
the pit as well as the door! 

Hold on a minute! We still can’t get 
the key - to get back to the doorway we 
either have to cross the second pad that 
doses the door, or enter the blue haze 
which sends us back to the alcove! A 
noise behind us - a fireball flies past 
and explodes against the wall, we whirl 
to find four Beholders bearing down on 
usj, eyes blazing - back to the fight lads! 

And so it goes on! You have enough 
information above to work out how to 
open the door. Can YOU solve it? This 
is only one of many excellent graphical 
puzzles which you will find in the 
depths of Chaos’s Dungeon. 

You get to choose four characters in 
Dungeon Master. Their most 
important characteristics appear as 
small bar charts at the top of the screen 
beside their hands. Dowti the right of 
the screen you can see their position in 
the party, the spell syllables they can 
utter and the contents of their right 
hands - these are replaced by submenus 
of available actions when selected, and 
directional indicators for moving the 
party around.. The main part of the 
screen shows you the view ahead down 
the corridors of what your party can 
see. The graphics are excellent and 
show all the details of the dungeons - 
and I do mean ALL - you need to walk 
up to walls and examine them carefully 
to find hidden switches and buttons! 
One of the movement options is to walk 
sideways - this allows you to scan long 
walls! 

The mouse is used to point to any 
area of the screen to request an action 
via the left button. The right button 
allows you to examine the inventory of 
each of your characters - this replaces 
the dungeon view and i$ also shown in 
superb graphic detail. Your character is 
shown as a number of boxes to 


accommodate helmet, upper armour, 
lower armour, leg armour, boots, hand 
contents, quiver contents, pouch 
contents, backpack contents, etc. 

When the mouse is positioned over 
the dungeon or inventory area it acts as 
a hand rather than a pointer. You can 
pick Items off the dungeon fioor, put 



them in someone’s hand or pack, throw 
them dow^n the corridotj examine them 
by holding them to a character’s eye, 
eat them or drink them, read them and 
so on. And all with the absolute 
minimum of mouse action. 

Once you have got used to the system 
you begin to realise how well thought 
out it is. FTL have obviously gone to a 
lot of trouble to make a sy stem that is 
easy to use and extremely efficient. 

This is a far cry from the multitude of 
games which have been written for 
non-GEM environments and then^ 
when converted to the ST, have had 
some windows and mouse actions 


cobbled on to make them look good - 
they are usually a real pain to play. No, 
this game was obviously designed with 
a mouse in mind and is the best use of a 
mouse I have yet seen in this type of 
game. Casting spells by choosing from 
the spell-syllable submenus, choosing 
an attacker and a method of attack, 
passing potions between characters and 
drinking them, all of these have been 
designed to be easy and fast. 

And, boy, do they need to be! This 
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game takes place in real time - none of 
the usual *He can do that and she can 
do thati no, maybe thac^ and then start 
the fight and watch the computer play 
it out. The mo^nsters march (or fly or 
crawl or up to you and start 
attacking. You need to have weapons 
and spells ready and start selecting 
them immediately. You can give each 
of your characters one action then you 
must wait for them to recover - 
throwing a Shuriken is quite fastj doing 
a berserker with a battle axe takes 
longer - as soon as each character is 
recovered he or she can be given 
another action: loose an arrow* recite 
and cast another speLh change weapons* 
thrust with a sword* blast with a magic 
staff* the variations are endless. 

You can also move the party during a 
fight* to dodge a blow or a spell* try and 
get round the back of the enemy for a 
sneaky attack* back off while you take a 
quick swig at a healing potion (keep an 
eye on all your characters* statistics 
barcharts!)* or fust plain run away until 
you find a door you can close behind 
you! 


So the fights are great, the pui:2les 
are interesting (but not too hard!), the 
graphics are excellent, the interaction 
superlative — doe s it make a good game? 
Yes, they got that right as well. It starts 
off nice and easy - just pick up the 
mouse and start playing. The first level 
of the dungeon very carefully teaches 
you how to play by posing you very 
simple problems and fights so that you 
learn how to work the system and a bit 
about how Fantasy Role Flaying all 
works. This aspect of it makes it 
especially good for newcomers to this 
type of game ” try it and see how 
quickly you get hooked! 

As you go deeper it gets nastier and 
nastier* There are over ten levels (I 
won*t spoil it by telling you 
EXACTLY how many!) to explore 
with new monsters on every level and 
plenty of variety between vast open 
spaces and long winding corridors* with 
the odd maze or puzzle room thrown in 
for good measure. Saving and Pausing 
can be done at any time (HURRAY!), 
You should always Save before going 
dowTi a staircase - the new monsters 



The monsters arc many and varied 
and all fully animated as they attack 
you, they will chase you and can be 
tricked into pits or smashed with 
closing doors - it really is quite a 
remarkabJe game. 

And all of this happens just as fast as 
you can move the mouse. You do need 
to make sure you arc comfortable - I 
got terrible arm ache the first time until 
I started using a mouse mat on my lap. 

You never need to use the keyboard - 
but a few keys have been implemented. 
The first thing I found bad about the 
mouse was trying to use it and draw a 
map at the same time - nor to worry - 
they have implemented the arrow keys 
on the keyboard for just that! The 
second problem I found was when 
picking up all my shuriken, daggers and 
arrows after a fight - redistributing 
them to the correct characters means 
just a few too many large mouse 
movements - they thought of that too! 
You can use your left hand on the 
F-keys to switch between your various 
inventories. To me this all smacks of a 
game which has been well designed and 
tested* and where there were 
inadequacies they have been fixed. 


will probably kill you until you learn 
which weapons and spells will work 
against them - it is well designed in 
that respect - if you have successfully 
solved most of a level you will probably 
have enough armour and power to 
survive on the next level* but if you 
rush down stairs too quickly you w ill 
DIE! Contrariwise you do NOT have 
to completely solve any level - for 
example there are six keys on the 
second level (counting the Hall of 
Champions as Level Zero), but you 
only need four of them to progress - 
the other keys give you access to bonus 
are-as. Once you have explored most of 
a level you can also find extra staircases 
to make movement back up the 
dungeon easier - you do need to go up 
and down occasionally! 

Of course there are some puzzles 
which you DO have to solve - your 
objective is to find the Firestaff, but 
once you have that what should you do? 
Should you bring it out? Try and find 
Chaos somewhere down below and 
defeat him? Or should you follow^ up 
the rumours about a Power Gem? And 
what would you do if you found it? 

The weaponry is even more varied 


than the monsters - bows* clubs* 
rapiers, slings, axes* staffs* and magical 
and named swords of all descriptions - 
deciding w^hich to use is half the fun! 
Likewise there are lots and lots of 
magical artefacts and useful items. 


There ate also a number of artefacts 
which do not appear to have any direct 
use - certain necklaces and crowns for 
instance - let me know if you find out 
what they do (if anything!)* There did 
appear to be one minor bug down deep 
- occasionally some of my 
characters would die immediately from 
a fireball which should have only 
reduced them from 400 hit points to 
350! Fm not sure whether this is a bug* 
or intentional as an occasional direct hit 
on a vital organ, or whether it is some 
subtle interaction between my spells 
and my artefacts - anyone know? Save 
regularly! (Death does not have to be 
permanent - you can carry your 
colleagues bones to an appropriate 
place if you know how - but check your 
stats before and after - resurrection is 
not free - I prefer to Save!) 

Examine everything you find* read all 
the scrolls (they are mainly for learning 
new spells but have other clues as well)* 
keep getting all your characters to 
throw spells whenever they have spare 
manna (as they practice they get better 
and gain levels - you need every hit 
point you can get!)* give all your 
characters a go at being at the back, 
using the Throwing Stars* Poison 
Darts* Slings* and Bows (again practice 
means levels (Ninja, in this case) which 
means hit points)* and once you have 
cleared an area of monsters (albeit 
briefly - they do tend to keep coming!) 
make at least a rough map of the area - 
once you have found the next stairs 
down you should check for any large 
areas you haven*: reached - you may 
have missed a secret door. 

Best fun Fve had for ages. Why can’t 
they all be as good as this? 


John Sweeney 
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Infocom Activision 
£ 29.95 


John Sweeney 
discovers 
‘interactive Fiction 
Pius’ for the ST 


Sometime around 500 BC Zeno of 
Elea proposed the following: Before a 
body in motion can reach a given point, 
it must first traverse the half of the 
distattce^ before it can traverse the half, it 
must first traverse the quarterj and so on 
ad infinirum. Hence^ for a body to pass 
from one point to another, it must 
traverse an infinite number of divisions. 
But an infinite distance cannot be 
traversed in a finite time. Consequently, 
the goal can never be reached!"* 
Sometime around 1^88 AD Brian 
Moriarty of Infocom built a bridge based 
on this principle! The "body" in this case 
is YOU, and the 'given point" which you 
are trying to reach is the other end of the 
bridge. Even worse, once you have 
reached the middle of the bridge you will 
find that the end you started from is now 
also an Infinite number of steps away! 
You l^new you shouldn"t have entered 
the bridge when you read the sign at the 
entrance warning you that it was ‘Zeno"s 
Bridge’! 


This is one of the many superb 
problems which face you at every' turn in 
Beyond Zork, and whether you can spot 
the paradox or understand Eleatic 
Monism is less important than your 
ability to master the magical artefacts 
you will find scattered around the 
countryside. 

The story so far: A young adventurer 
made a name for himself as a great 
collector of treasures and solver of 
problems. Eventually, after completing 
his exploration of the Great 
Underground Empire (Zork I), and 
escaping the strange domains of the 
Wizard of Frobozz (Zork II), he ended 
up as the Dungeon Master himself (Zork 
III). Meanwhile, on the other side of the 
Great Underground Ocean, a young 
magician found equal fame while 
becoming extremely adept in the use of 
magic, working his way from Enchanter 
(Zork IV) up to Sorceror (Zork V). 

Round about this time we caught a 
glimpse of the past adventures of a young 
lad and a magic stone called the 
Wishbringer (Zork 0), with hints that 
this was perhaps the childhood of one of 
the two aforementioned sages? Then 
came the Ultimate Adventure - 
Spellbreaker (Zork VI). The Sorceror, 
now master of his guild, is confronted by 
a terrible evil. Mis colleagues are 
transformed into Newts, Salamanders 
and other reptiles. Magic starts to fail, 
and in the final confrontation our hero is 
forced to destroy magic forever in order 
to save the world. 

Hang about! Zorks always have magic. 
So, now that magic has been destroyed, 
how can there be another Zork? Simple: 
BEYOND ZORK actually takes place 
just BEFORE the end of Spellbreaker! 
The game opens w ith various newts and 
salamanders discussing how they can 
preserve some of their Magick. The 
fabled Coconut of Quendor, of which the 
Wishbringer was a mere seed, must be 
recovered and removed from this reality 
to '‘await the coming of a better age, an 
age beyond Magick, beyond Science ...” 
[Could this be a lead in to The Return of 
the Son of Beyond Zork Fart II?) 

Anyway, you, a lowly peasant, get 
chosen for the job. 

Armed with but a single Zorkmid (the 
local coinage) you set off into strange 
lands to fight deadly monsters, collect 
mysterious artefacts, and solve some 
amazing puzzles. 

Way back in Zork I you had to fight a 
Troll and a Thief. What they didn’t tell 
you was that as you gathered treasures 
you gained experience and got stronger, 
healthier, and better at fighting. 

(Actually it D1D tell you on the original 
Mainframe version - but the info got lost 


during the conversion to the Micro - 
presumably you were supposed to 
deduce it from your general knowledge 
of D&D?) So while the Thief is 
impossible to beat at the beginning of the 
game, once you get near the end he is a 
pushover! 

In Beyond Zork you get to know what 
is going on. You get 6b points to allocate 
to Endurance (Hit Points), Strength, 
Dexterity', Intelligence, Compassion and 
Luck. You start with Armour Class 1. 

All of these arc measured on a scale of 1 
to Once you have chosen your 
attributes you find yourself alone at the 
top ofbilk You don’t stay alone for 
longl As you wander the lands of 
Quendor you will encounter over a score 
of different 'monsters’ most of which will 
attack on sight and arc only interested in 
helping you to an early grave! Not to 
mention the numerous non-host iles with 
whom you can while away the time in 
stimulating conversation. 

^^fhen you first play the game you will 
find you spend most of yO'Ur time 
fighting monsters, working out the lay of 
the land, collecting treasures, and trading 
with the various shonkeepers for enough 
armour, weaponry and magic lo keep you 
alive on your next journey into the 
wilderness. Once you have succeeded at 
that you need to work out exactly what 
all the magical artefacts you have found 
are capable of doing for you - the land is 
littered with wands, potions and scrolls. 

Here we find one of the differences 
between Beyond Zork and a ‘standard 
text adventure": it is different every time 
you play! With the game you get a large 
colourful map of the area of Quendor 
which you need to explore. All the 
important places are shown on the map, 
but the areas in betwxen them, like the 
jungle and the marsh arc unmapped - 
they change every time you restart, as do 
the Locations within them of the various 
puzzles, monsters, magic items and 
treasures. Once you have solved the 
problem of survival, your next major task 
is lo work out how things change and 
how to identify your finds. 

Your travel around the game and 
interaction with the local denizens is 
greatly enhanced by a number of new 
facilities. First, a map of your current 
location is shown in the top right of the 
screen. You can see where you are, plus 
all known exits, and the nearby locations. 
If you need more info you can ZOOM 
out to get a view of a wider area around 
you. Without this the varying areas 
might have been a little tedious! 
Secondly, you can move from location to 
Location with the numeric keypad. 
Thirdly, you can define the F-Key^ to be 
any commands that you wish, e.g. 

attack monster, parry, 
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WAIT, GET ALL. Lastly, you can 
specify what is to appear in the top left 
window, normally it shows your current 
location or your inventory, but you can 
request a display of your statistics in bar 
chart form so that you can follow them 
during a hght - some of the monsters 
don't just reduce your Hit Points! The 
use of these facilities gives the game 
almost an arcade feel Calthough there is 
no need for fast reflexes !)► 

The variety of monsters and the 
differeni ways in which they attack you 
makes these parts of the game great fun. 
However, after a little playing I was 
beginning to wonder if this was alJ there 
was to jtt Never fear - the best is yet to 
come. Although you may have solved a 
few of the problems du ring your initial 
forays into the wild^, you will eventually 
come to a point where you have killed all 
the easy monsters, and explored all the 
easily accessible areas. Then you start 
asking yourself; Is there any way to reach 
the other side of Zeno’s Bridge? Is it 
possible to defeat the Monkey-Grinder 
who dodges all my blows and magic with 
the greatest of ease? Is it possible to 
escape from the Cellar? Will I ever solve 
the Riddles? Is it possible to reach the 
Castle despite the sheet cliff walls below 
it? What ARE all the mysterious 
compasses and letters on the map for? 
Assuming 1 can defeat the Bloodworm 
and Crocodile, will I ever find a way of 
stealing the Jewel of Tears without being 
destroyed by the Idol? Will I ever make 
friends with the Unicom or the 
Pterodactyl, or catch a Minx? Is it 
possible to get past the lightning into the 
Fields of Frotzen? Do I need to find a 
clever way to increase one of my statistics 
in order to solve some of these puzzles? 
Can I ever get past ihe Christmas Tree 
Monsters who are too numerous to light? 

Christmas Tree Monsters? Yes - from 
the Original Zork I Instruction Booklet, 
here at last are the legendary Christmas 
Tree Monsters, and I quote Cfrom many 
years ago) “T rying the bizarre can be fun 
... a nonsense example: GIVE THE 
CATERPILLAR TO THE 
CHRISTMAS-TREE MONSTER* - 
THE CHRISTMAS TREE 
MONSTER IS REVOLTED AT THE 
THOUGHT OF ADORNING ITS 
BRANCHES WITH A 
CATERPILLAR/' Well now you can 
finally try it yourself - if only you could 
find a caterpillar! 

The puzzles really are excellent and 
well up to Infocom’s usual high standard 
^ I was s^tuck for days on some of them - 
this is without doubt the best game they 
have produced in the last couple of years. 
Easy to play, fun to play, lots of humour 
and excitement, well packaged, well 
presented, in fact it really is great all 


round. Without doubt Inl'ocom have set 
new standards for ^texi’ adventures 
which the competition will find hard to 
equal. 

But that is not all. Another really 
excellent feature of the ga me is the fact 
that many of the probJems have multiple 
solutions! Once you have established a 
character and found a few artefacts you 
will find that there are no less than 
FOUR ways lo Irave the Cellar, and 
FIVE ways to get off Zeno’s Bridge! 
Furthermore you don’t actually have to 
'fight' any monsters at a Ilf Assuming that 
by 'fight' we mean go blow on blow 
against some creature with a 
conventional weapon, then over half the 
creatures can be diefeated without 
fighting, and another half dozen can be 
taken out with a couple of your most 
powerful spells (unfortunately nearly all 
spells are limited use onlyf). This leaves a 
few simple monsters which can be 
avoided! 

Some of the monsters can only be 
defeated by using logic or magic 
correctlyi with many others you have the 
option, IF you can find it. I got lots of 
extra fun after T had finished the game by 
starching for alternative solutions - it 
was only then that 1 finally discovered 
that you CAN get out of the Cellar right 
at the beginning of the game! 

Although you can play a long way into 
this game without too much thought, be 
warned - it ain’t easy to finish it! There 
are traps everywhere which can lead you 
down blind alleys. If you are stuck then 
you should restart and not do 
ANYTHING which is not necessary. 
There are many actions which seem right 
bur put you in a position where the game 
is unwinnable; there are a number of 
sequences where you only get one try if 
you didn't get it right you need to go 
back! This game is MEAN! Make sure 
you identify EVERYTHING you find or 
buy - take nothing for granted! And 
study the Lore and Legends of Quendor 



carefully - It is full of clues! 

One brief grumble - why arc there so 
many items described in the text, and for 
which it docs recognise the words, but 
which it will not let you examine? 
Especially the horse which you can refer 
to while it is alive, but once it is dead and 
in your way is 'not here’! No: like 
Infocom at all. A minor flaw in an 
otherwise perfect game. 

Your final recovery of the Coconut of 
Quendor would appear to coincide fairly 
closely with the end of Spellbreaker, so is 
this the end of Zork as we know it? The 
last thing you hear is “Better take a nap - 
you’re going to need it”, so somehow I 
think that it won't be all that long before 
we find out what lies “beyond Magick, 
beyond Science'’ and beyond Zork... 
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PROTEXT and POWER BASIC 


Two highly recommended programs 


A mini review 

by Les Eilingham 


Coming ifi the next issue are full reviews aj iwofine programs 
that are are so highly recommended that I must give you an 
advance write-up just in case you have that urge logo our and frw.v 
some quality software for the summer. 


The ST has proved to be much more difHcult to program 
than mosi 8-bit users expected and in my cipinicm there has yet 
to be a language that is as easy to use as Atari Basic, but 
Hi”Soft’s Power Basic could be just what all us 8-bit users 
have been waiting for. 

Like a great many owners I shied off programming on the 
ST for a long while becauHc I simply did not have the time to 
learn another language or come to grips with Fast Basic or 
GFA. 1 had almost given up when Hi-SofPs Power Basic 
arrived for review. It looked interesting. An editor similar to 
the familiar Atari BASIC editor (very little GEM 
encumberance), use of line numbers or not, as you wish, the 
ability to run the program without compiling, to insert breaks, 
stops etc, to test sections of code and when it is all working to 
simply compile it all to a runnable .PRG hie without ever 
leaving the editorE I sat down with the manual and started to 
write a program to convert STWRITER hies to ASCII, 
something that I feared I would never do, I wrote in virtually 
the same way as I would in Atari Basic, or more closely Turbo 
Baste, and after a couple of problems in understanding string 
manipulations, had a program that I could run from the 
desktop within about half an hourl My first ST program and it 
was relatively easy. I couldn’t believe itt 

1 am sure that most users familiar with Atari Basic will find 
Power Basic to be very easy to use at its primary level and, 
with a good book on GEM, should have little problem in 
producing all those windows and dialog boxes. The program 
has built in libraries to access all of the features of GEM and 
contains several example programs and tutorials to help you 
along 

It looks as if this could be the BASIC all the S^bitters have 
been waiting for and the price is great - just Check 

next issue for the review but if you can’t wait 1 can 
recommend it anyway. If I can write my first ST program in 
half an hour, so can you! • 




■PiOTEJit 


.pQTE)Cr 


Regular readers will know that I have bemoaned the lack of 
a decent word processor on the ST for some time but here at 
last is one that seems to fit most of what I consider essential in 
a word processor. It still can’t do that elusive ‘true ASCIT 
save but in almost every other respect it comes up to scratch 
and has finally persuaded me that the S'P can be used for word 
processing after all! 

Pro text does not get encumbered with GEM and is thus 
much faster than most other word processors. It was 
developed originally for the Amstrad and this ^business’ 
background shows through clearly, it is an extremely practical 
easy to use tool free of gimmicks. A true word processor that 
allows you to get on with the job and do it well. Frotcxi uses 
two modes of operation - Edit mode, where all the expected 
word processor facilities are provided and Command mode, in 
which several unique features are present. The program has an 
integral spell checker which can operate either on a document 
being worked on or a saved document and which, at last, 
contains true English spellings and such useful items as 
English county namesn There are supremely easy to use 
keyboard macros which may be defined as you see fit, various 
program configurations which may be called at will, several 
printer drivers with the ability to easily create your own, 
sophisticated mail merge and much more. The features are 
well thought out and practical and it is the type of program 
that has made the Amstrad much more of a success to business 
users than the ST. Protext is a program that is simple enough 
for the every day user yet powerful enough for those whose 
requirements are much more demanding. As I say the only 
thing missing h that ASCII save but then if you have POWER 
BASIC you could quite simply w’rite you own conversion 
program! • 


triitkt. M'W. 
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ATARI 


THE LEADING NORTH WEST 

specialist atari dealer 


HARD DISKS 




lADBROKE 
'OMPUTING 

fNTSRHATtONAL 


33 Ormskif4( Road, 
Pfinston, Lancs., Pftl 20P, 
Tel: f077?} 21474 H lrne| 
f07 72} 203166 f5 lines) 
Qul/Board {07721 27236 
6,00|Tm to 9.00pm 



20mg £575 
20iiig £575 
20mg £499 
40mg £699 


Upgrades arc available from 

^lock. 2*5 and 4 Mg upgrade 

hoards are available to fit 

dhe old 520 STFM boards 

only* 


Upgrade boards 

£135 

Boards + 2,5 Mg 

phone 

Boards 4 Mg 

phone 

1 Mg STM (fitted) 

£105 

1 Mg STFM (kit) 

£90 

STFM Upgrade fitting 


service. 

£15 


any of the above Upgrades 
are purchased with Hardware 
(hen deduct £5 from totaL 
Vices will be held as long as 
possible. 


PRINTERS 


9 Pin D/M 

StarLClO £225 

Star LCIO Colour £275 
Citizen LPIO £199 

24 Pin D/M 

NEC 2200 £375 

Epson LQ500 £375 

Star LCIO/24 Phone 

Epson LQSOO Phone 

Daisy Wheels 

^hen £ 199 

Laser Printers 
Alan SLMS04 Laser £1350 
Star Laser £2399 

The Star Laser Pk'ice Includes 
2 months On Site Warrenty 
Hie Atari Includes 90 day 
Warranty 

All Priuters Come Complete 
With Cables ETC. 
nterfaccs Arc Seperate 


UPGRADES 



ATARI HARDWARE 


520 STM^s Phone for availla 


20 STFM s Sumiinca' l^clt 


520 STFM + IMg internal 
dnvc+joystick ■•'over £400 
of latest release software 
for only £399. 

1040 STF's £480 

While stocks lasL 
External Modulators for 
the 1040 STF's £54*99 

SM124 mono inonttor£l39 
SCI 224 colour £375 

Philips 8883 colour 

monitor £299 
Tv*s and others phone 

Any of above bought with a 
computer Deduct £10. 


BUSINESS SYSTEMS 


DUST COVERS 


Computcis 
Monitors 
Disk Drives 
Hard Disks 
Printers 


£3*99 

£4,99 

£2*99 

£4,99 

£7.99 


DISKS 


Our Atari trained engineers 
will repair all hardware in 
Minimum time at competitive 

rales. 

I PERIPHERALS 

Triangle 1 Mg drive 

£119 1 

Cuenana IMg drive 

£109 j 

Prt) Draw Graphics 

i 

Tablet 

phone ] 

[mage Scanner 

£89 

Hawk Scanner 

£1250 i 

CRF Digl Tablets 

J 

] 

A4 

£414 

A3 

£818 


MEGA ST 2 
2048K CPU+3,5" Floppy 
Dnve+SM124 Mono Monitor. 

*.£1034.99 

MEGA ST 4 

4096k CPU+3.5" Floppy 

IVivc+SM 124 Mono Monitor. 

-£1379*99 

DTP SYSTEM 1 
Mega ST 2 

SLM 804 Laser Printer 
Additional 3.5" Floppy Drive. 
SM 124 Mono Monitor. 

DTP Software. 

...,...£2874-99 

DTP SYSTEM 2 
Mega ST 4. 

SLM 804 l.,ascr Mnlcr. 

SH205 20Mg Hard Dnve. 

SMI24 Mono Monitor. 

DTP Software. 

,„....f3449,99 

PC2 SD 


3.5 D/S 5,25 D/S 
D/D D/D 

96TP1 

|Each £1,50 £0.70 

ulO £14 £6.50 

xlO ’•' Pla.'itic Lib. case 

£15.50 £8.00 

xlOO + eases 

£140 £70 

x500 + cases 

£650 £330 

All Disks arc Top Quality 
jlSONY products and are 
j[eovcrcti by an unconditional 
lifetime guarantee. 

We also stock High Quality 
VHS Video tapes. 

Each £2.99 

For 2 f 5.80 

Eor4 £11.40 

For 10 £26.00 

We also stock a full range of 
jqiiality P/D ST Software at 
£3.99 per Disk. 

Send S.A*E for 

We slock Music i^ftwarc 
land Hardware for the ST 
including a range of AK AI 
Isamplers and syuths, 

ISuitabte for Hobbyist and 
Professional applications. 


DEALER 

ENQUIRIES 

WELCOME 


UTIUTIES 
AB ANIMATOR 
£14.99 


Animated Graphics Tool 
for the ST. 

Supports GFA and FAST 
Basies. 

Compatible with DEGAS 
and NEOCHROME Tdes, 
Full Facilities such as 
OraWp Filip Grid Copy etc 
Includes FREE basic 
roiitincs and demo progs. 


PICSTRIP 


£6.99 


i 


Pull screen picture 
manipulator. 

Supports GFAp FAST and 
ST BASICS. 

Compatible with DECASp 
NEOCHROME and AB 
ANIMATOR. 

Crab all or part of a 
_^^picture in all resolutions. 


QUICK LIST PLUS tk 
master MAT £6.99 


Directory Database 
Compiler with customised 
format and copy protect 
prog on same disk. 


educationai. 

SPELL AND ADD 
WITH OSCAR £12.99 
EACH 


I Spell teaches keyboard 
skillsp spelling and motor 
coordination while Add 
teaches addition, 
subtractioopm u Itiplicatkm, 
and division. 


.£689*99 


tor 


.,£747.49 


TO ORDER Simply send, Or phone your order, 
stating full name, 

^dresSp VISA or ACCESS No*k, Cheque or Money 
Order* 

Make payable to ; 

LADBROKE COMPUTING INTERNATIONAL, 
SEND SAE FOR FULL CATOLOGUE. 


„£ 1092.49 


Our mall order depL gives the same excellent si^ice to 

otir customcia as our premises at the above address has 
done for the past 8 years. All Soft warc/Hard ware has 
been tested prior to delivery thus cnsurctng that customers 
receive working items and the frustration of returning 
faulty goods is now a thing of the past 
This kind of quality service doe; cost a bttlc more but in 
the long run it is far cheaper. 

All prices fully inclusive of VAT, Delivery, there are NO 
hidden extras.WYSIWYG* 

For next day delivery add £3. Prices correct at time of 
going to press. 








































































Sierra varied with text ed-vemures way back in 1979. They 
very soon siarted pioneering work with graphics which culminated 
in 1984 with their first 3-D Animated Adventure Game: King^s 
Quest. Since then their graphics have gone from strength to 
strength and their fcrthcotning King’s Quest !V (The Perils of 
Rosella} is supposed to be even better! 

In all Sierra's games the graphics really are integral to the 
game. You have to use the cursor keys or mouse to manoeuvre 
your character around the screen in order to solve certain 
puzzles and reach certain places, as well as entering text 
commands in the normal way through the keyboard, Miiny of 
the puzzles are visual, requiring you to find routes around 
obstacles in the pictures. In all the games you should walk 
around the whole of any new screen and look at everything. 

The command LOOK (ROOM or OBJECT) can give 
different results depending on where you are standing! 

The pictures and animation are excellent, but do 
unfortunately take about twenty seconds each to load. This is 
not a problem when you first reach a new screen, since there is 
usually lots to do on each screen, and the responses to your 
commands are always instantaneous, Waiting for all the 
inter\'ening pictures to be loaded can, how^ever, be a little 
tedious if you wish to cross a number of rorims quickly, 
especially when replaying a part of the game which you have 
solved. This delay is a limitation of the current technology and 
you iust have to accept it if you wish to play this kind of game 
- SAVE frequently! 

Sierra have obviously put a lot of effort into improving their 
graphics and animation over the years. Unfortunately they 
have not been quite so progressive with their input parser. 

Most of the time it is barely abk to cope with VERB MOUN, 
confuses you by understanding a commapd in one room but 
claiming not to understand it in the next, and then amazes you 
by requiring you to type in a command like HIT THE BALL 
AT THE WALL W ITH THE BAT (TWO prepositional 
phrases!) which you didn't expect it to understand. Its 
vocabulary is also extremely limited, which results in spending 
a certain amount of time in trying to guess exactly which 
phrase it wants next. You should always make notes if anyone 
tells you to do 5 t}meihing - when you want to do it you 
probably have to enter EXACTLY what you were told! 

Most of the games contain a game wuthin a game: Space 


QUEST 


3-D ANIMATED ADVENTURES 
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SPACE QUEST & SPACE QUEST II 


You arc a humble janiror caught up in a Science Fiction 
Adventure. In Space Quest I your problems include escaping 
from a doomed spaceship^ surviving in a deadly alien desertj 
making enough money to gei ofT the planet, and chasinig and 
defeating the space pirates who stole the super-secret Star 
Generator. I must admit I got stuck a couple of cimeSj so 
thanks to ST NEWS for the hints. In Space Quest II you are 
abducted by Vohaul (apparently he was behind the plan to use 
the Star Generator to take over the universe) who wants his 
revenge. He also wants you out of the way so that you can^t foil 
his new plan which is to flood the universp with hordes of 
pushy Insurance Salesmen - ARRRRGH! Needless to say, 
you are faced with countless deadly traps: man-eating plants, 
hunter’s snares, acid pools, dark mazes of tunnels - and hnally 
Sludge Vohaul himself. The traps and the humour are great! 

1 don’^t think ihey^ve quite equalled King’s Quest III with 
Space Quest, but both games are well worth playing. 

POLICE QUEST 

This is billed as containing Adult Subject Matter - Parental 
Guidance suggested. There is quite a bit of violence, a little 
bad language, quite a few innuendos, and the subject matter 
does deal with the seamier side of life. 

Basically it b like living through an episode of Hill Street 
Blues - complete with subplots and corny American jokes. 

You must patrol the city, handling routine cases and gathering 
information, until you arc promoted to Narcotics and follow 
the deadly (1 seem to have used that word quite a lot in this 
review! - but it definitely fits!) irail to the final shoot-out with 
rhe head of the drugs racket - the Death Angel! 

There are two modes, the normal one for moving around 
buildings and other locations, and an overhead view of the city 
streets for when you are driving one of your cars. Apart from 
learning how to manoeuvre and where all the interesting places 
are, you also get involved in car chases to catch traffic 
violators, drunken drivers and stolen cars. (The only shame is 
that They made it too easy to crash - SAVE regularly!) 

The packaging of all the Sierra games is excellent, but they 


really went to town on this one. You get a Map of the City , a 
Reference Card for the Function Keys which control your car, 
your weapons, and your radio, a Reference Card to teach you 
how to play Five Card Draw Poker (and you DO need to Jeam 
how to wini) and a Policeman’s Indoctrination Guide which 
ntn only details the correct procedures (which you MUST 
follow) for such things as Felony Arrests but also explains 
what all the codes are that you hear on your radio (so you can 
work out what ‘*11-98 at Carol’s” means!). 

Police Quest is extremely sequential - as you complete each 
task you get told what to do next, you have no choice but to 
follow the story line, and there are not really all chat many 
puzzles to solve - if you make notes about all you hear and see, 
understand all the documentation, and do what you are told, 
then there did not seem to me to be very much scope for 
actually solving problems. But it is good fun to play and is well 
worth looking at. 

LEISURE SUIT LARRY 

The first thing you should be warned of is that this one is 
dejinitily Adults Only! Apart from anything else, unless you 
can answer five questions at the beginning of the game to 
prove you are an adult it won’t let you play! Unfortunately, 
unless you happen to be an AMERICAN adult there is a very 
high probability that you won’t be able to answer the 
questions! I was fortunate to have been given a printout of 
most of the answers - I have sent it to the Editor in the hope 
that he can include it on one of the PAGE 6 public domain 
disks. 

The second thing that old Atari users should be warned of is 
that this is an EXACT copy of the old game Soft Porn 
Adventure. Of course that was Text only, so you do get 
excellent graphics and lots of visual jokes, but you DON’T get 
any new puzzles. I really do think it was a bit immoral of 
Sierra not to mention that fact on the box - it’s a bit of a rip off 
if you were expecting something new. 

The objective in this game is not to collect treasures or save 
the universe - it is simply to find as many women as possible 
and uh.. well, you can guess the rest! The graphics include 
close ups of the various ladies whom you encounter - complete 
with animated smiles and winks. 

Although the subject matter is undoubtedly dubious, the 
stress is on the word SOFT, There is little to offend an adult- 
and there is lots of humour throughout the game. Definitely 
gtH^d fun to play, « 


Review by John Sweeney 


SPACE QUEST: 

Chapter I - The Sarien Encounter £24*99 
SPACE QUEST II; 

Chapter IT - VohauTs Revenge £24.99 
POLICE QUEST: 

In Pursuit of the Death Angel £24*99 
LEISURE SUIT LARRY 
IN THE LAND OF THE LOUNGE LIZARDS 
£19*99 
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OIDS 

Mirrorsoft 

£19.95 


JUMP JET 

Anco 

£14.95 


ST GAHES 


ST GAHES 


ST GAMES 


little bit more interesting than your 
average game. My only complaint 
about it is the way in which the screen 
scrolls. At first it seems to be guite 
smooths hut very soon you begin to 
realise that it slightly but perceptibly 
'shuddeTs\ The sound is not 
particularly impressive^ the bare 
miniTTium of sound effects ate present, 
but they are quite adequate and suit the 
game very well. 

As well as several different 
planetoids for you to explore (supplied 
on the disk), there is also a game 
construction kit which allows you to 
build up your own mountainous terrain 
and place the various buildings and 
hindrances wherever you want them 
using simple cut and paste operations. 
These creations of your own can then 
be saved out and played in the same 
way as the supplied levels. 

Overall, OIDS is a really excellent 
game which is extremely playable and 
highly addictive. The graphics are 
superb and a lot of thought has gone 
into making OIDS as interesting as 
possible. It is definitely worth the very 
reasonable price of £19.95. 


Your job, in this latest release from 
Mirrorsoft, is to free the race of 
android slaves, known as OIDS, from 
their evil overlords the Biocretes. You 
must pilot your V-wing fighter through 
the passages of the Biocrete planett>ids 
finding OIDS to pick up, and shooting 
Biocrete installations with your 
Novabombs and Nuclear Pellet Gun. 

The best way to describe this game is 
that it is a cross between Lunar 
Lander, Choplifter and Asteroids, The 
basic controls are very similar to Lunar 
Lander, giving you left and right 
rotation and thrust. There is abo 
gravity acting on your ship which 


shoot open a Biocrete factory^ land on 
the nearest available flat surface and 
wait for the OIDS to run to your ship 
and get on board. OIDS reminds me of 
Asteroids in just its Teef, The way 
your ship U>oks* moves and shoots is 
very similar to the old classic. 

The game's graphics are particularly 
impressive, from the excellent loading 
screen to the tiny OIDS running 
around on the surface of the planetoids. 
When you sec the game for the first 
time you will not think that the 
graphics are that good, however, once 
you have played the game for a while 
you will begin to appreciate the clever 
little touches which make it just that 


and fuel indicators plus a few 
specialised ones showing position of 
vectored thrust, flaps and 
undercarriage, amongst others. You 
also have a radar screen showing the 
location of your carrier and incominE 
enemy aircraft, and this has a realistic 
looking rotating beam and slowly 
fading "blips' just like the real thing. 

It's important as it's used to guide you 
w ithin visual range of the enemy, and 
back to your carrier after combat. 

After locating the incoming enemy 
aircraft you then have to bring him 
down with a missile or eannonfire. 
Meanwhile, he’s trying to do much the 
same thing to you, but it's possible to 
avoid his missiles by dropping chaff to 
fool his radar. If He gets past you then 
he’ll sink your carrier and the game is 
over. 

Having disposed of all enemy aircraft 
you have to get back to the carrier and 
land successfully. This is probably the 
hardest task of all as positioning over 
the landing pad is very critical, and the 
situation isn't helped by having that 


vison 


Jump Jet was originally an S-bit 
program, and was so awful it was 
irreverently known as 'Junk Jet’, 
however this rework for the ST is 
much better. Basically, it’s a 
flight/combat simulator based on the 
Sea Harrier. You have to learn how to 
fly it, then defend the aircraft carrier on 
which you are based from enemy air 
attack, primary flight controls are via 
mouse only, a pet hate of mine as there 
is no natural ‘central' position, making 
accurate flying more difficult. All other 
controls are available through the 
keyboard or mouse buttons. 

Five difficulty levels are available, 
the first being for kamitig to fly the 
aircraft in calm w^eather and sea 
conditions, and without the hassle of 
enemy attack. Higher levels give 
progressively worsening conditions 
resulting in your aircraft being tossed 
around by air turbulence. You also 


have to be more accurate in your flying 
procedures, and there are more enemy 
aircraft to dispose of. 

The program displays the usual 
flight simulator split screen, with the 
instrument panel in the lower half. The 
top half shows three different views 
depending on which phase of the flight 
you are in. It starts with a plan view of 
the carrier's deck, showing the Harrier 
sitting on its landing pad. After takeoff, 
at an altitude of 50ft, this view changes 
to show a split side/rear view of the 
carrier, showing the Harrier's position 
relative to its pad. Once above 200ft the 
view changes again to the more usual 
through- the- windscreen view. The 
reverse sequence occurs on landing. 
Instruments include the usual 
airspeed, ahitudci pitch, roll, heading 
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KXIGHTMARE 

Activison 

£ 19.95 


Reviewed by 
Damon Howarth 


This arcade advemure game Js based 
(in ihe children’s TV programme of the 
same name. The series sets teams of 
young teenagers against the riddles and 
problems of Treguard’s castle and 
provides a forum for exceptional 
computer effects and some good 
riddles. The linchpin of this is of 
course Treguard who acts as a sort of 
occult Leslie Crowther. 

Bearing this setting in mind I Looked 
forward to attempting the dread castle 
in game form. It would appear to be a 
straight 8 bit conversion and as such all 
the graphics secnii to be somew^hat 
bkicky. Owing to the relative speed of 
its loading there is no loading graphic 
and so the user starts with a closed 
book facing him. The pages turn to 
reveal credits and subsequently the 
rooms of the dungeiiin. 


Fo:orjJtM: 
Ot flfst.-Tt 




The instruction manual contains 
some possibly helpful poetry and a 
gamut of incorrect instructions, a 
glaring example being the how^ to load 
the disk section with an autobooi disk! 
This disregard of machine specifics 
carries over into the game controls and 
any new user would be well advised to 
use the space bar rather than the shift 
keys specified to obtain access to the 
limited vocabulary in the game. The 
control method is cumbersome and 
involves the selecting of a keyword 
from a menu and then a second word 
from a subsequent menu. These 
combine to form an order to the figure 
you control which quite often is 
confirmed as meaningless, Movement is 
by cursor keys or joystick and some 


help is obtainable from the two oracles* 
one of whom lies whist the other tells 
the truth both in riddling ways. As this 
game is meant to be a graphic-based 
game I felt it fair to judge some of its 
merits on this. The action fakes place 
on a perspective background with a 
reasonable quality of large sprite and 
some extremely ordinary' 
representations of Treguard and the 
oracles. I did not fed that this was a 
strong point of the game. 

My actual playing experience with 
this led me to great frustration, I could 
find no way to unlock the second door 
to continue my quest. I tried every 
combination of words including 
helping or hindering all that 1 came 
across and manipulating every object I 
found. The end result was always the 
same and I died repeatedly in the first 
two rooms. This I find worrying since 
the puzzle bears no resemblance to the 
program and would seem to present a 
challenge of unrealistically difficult 
level for the audience it is intended for. 

My advice on this one would be a 
very long look at exactly what you are 
getting and do try and find some help 
with the initial problem. 


LEATHERNECK 


Microdeal 


Reviewed by 
Damon Howarth 


This is one of chose upward scrnlliiig 
commando-style games that contains 
more than at first may be thought. It 
has an attractive loading screen 
showing a selection of Rambo clones 
with appnipriate bullet holes across the 
screen and has plenty of stirring music 
TO accompany the whirring of the disk 
drive, 

The package seems to be like most 
other games of the genre until the fact 
is noticed that up to 4 people may 
participate in the mayhem at once - 
that is, providing the optional interface 
is fitted. Even so the two player mode 
presents an interesting challenge and 
olfers a chance for teamwork not seen 
since the inception of Gauntlet. I was 
impressed by the responsiveness and 
speed of action even with a screenful of 
action occurring. The game has an 
Internal control SO that those characters 


i.CMKruxitei; 


without direct control are killed off in 
the initial volley from the bad guys. At 
least that is what was meant to happen, 
except my copy would not kill man 
number three* which left me the 
problem of a character who would not 
move except by careful pushing by his 
companions! I later solved this problem 
by shooting him myself (and gaining 
several bonus points for such 
comradely behaviour!]). 

The tactics involved in this game 
include the adequate placing of team 
members to ensure accurate and 
enemy-destroying fire and the choice of 
the correct weapon for the correct job - 
that is L,M,G. or S.M.G. or the 
terribly effective grenades. With the 
weapon’s choice goes the thought that 


ammo boxes reload everything equally 
so that there is a great deal to gained 
from the thoughtful use of armaments. 
Since the game has the team option it 
w'as gratifying to see that the four 
soldiers had been individualised so as 
to aid easy recognition. The sprites are 
muscular, chunky and of good 
definition - even the enemy look 
fearsome. There is cntiugh scenery to 
hide behind if the going gets tough, 
although slowing down loses a great 
deal of initiative. 

This game also introduced me to a 
new idea in loading techniques in so far 
as the game would appear to be 
installed o^nto a permanent RAM disk 
w^hich Survives a soft reset, I am not 
sure if this is entirely a state of affairs I 
approve of since it can be a little 
disconcerting to discover that your next 
disk on is the same as the last game 
played and I am sure I remember some 
warnings from Atari themselves about 
excessive use of the main switch for 
hard re-sets. It was also unfortunate 
that towards the end of the review the 
game consistently refused to load. 
Leaving just the blank screen in front of 
me. If these are bugs in the program 
then Microdeal may have noticed and 
corrected them, otherwise beware! 
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NORTHSTAR 
Gremlin Graphics 
£ 19.95 


Reviewed by 
Damon Howarth 


Northstar is a highly classified 
operation taking place in Earth’s 25th 
Century, ii creates food for the 
population but now it has been taken 
over by interplanetary meanies and, as 
a cyborg, it h your job to save the 
universe. Such is the setting for this 
‘areventure’ reminiscent of so many of 
the type. It seems to be a basic platform 
and ladders game with a cyborg 
hunting extra weapons to destroy 
creatures that look like offcasts from 
Darth Vader’s space troopers. 

The loading screen is brash in colour 
and betrays the 8 bit Spectrum origins 
of the game, the controls are simple 
(which is something I found a change 
from many modern day games) and the 
style transported me back to several 
years ago when I was just starting to 
discover computer games. So it was 



[hat I entered the game with drastic 
pre-conceptions, "fhe music however 
was enjoyable and the spot effects were 
well placed and judged. I'he sprites 
were quite pretty in an inter-galactic 
sort of a way. The game was colourful 
and eye-catching and the aliens were 
fast and vicious. It soon became 
apparent that the game had a great deal 
going for it and my pre-conceptions 
vanished in a hail of laser fire. 

It appeared that the most important 
things for me to acquire were the little 
blue balloons which contained a variety 
of useful bonus items. The figures of 
the protagonists were of a cartoon like 
quality which lent the game an air of 
humour. If a level is cleared then the 
hero is taken down to the next by lift to 


meet further terrors. By this time 1 
found most of his four lives were 
depleted and so new urgency would 
spur him on. 

One of the main difficulties in the 
game was the fact that the aliens 
appeared very quickly from places 
unknown and owing to the amount of 
leaping that the cyborg needs to do they 
can be landed on with disastrous results 
which could be most frustrating. 
Nevertheless there was always the 
feeling that the last score could be 
bettered and that a little more of the 
map could be explored. Indeed this 
often proved the case and thus the 
addictive quality of the game became 
quite strong. 

1 find it difficuh to sum this game up. 
Personally I found it very enjoyable. 
Perhaps this was fust due to the fact 
that it felt like a game from an earlier 
era, because the game does not stretch 
the ST to any limits and does not 
contain any of the frills and 
techno-wonder that the big name 
games hold, but it provided a challenge 
in simple playing limits and held 
interest for a long period of time. If you 
happen to be yearning for the old lime 
8 bit fun-style game then this is for 


CASINO 
ROULETTE 
CDS Software 
£ 19.99 


Reviewed by 
John S Davison 


If you’d like a flutter at the roulette 
table, but don’t want to risk your hard 
earned cash, then this program could 
be just what you need. CDS claim it’s a 
complete simulation of the 
internationally accepted French style 
table, so using it should be just like 
playing the wheel in any big casino. 

Up to eight people can play, two of 
whom can be computer driven 
participants. Human players are free to 
use any betting method they choose, 
but the two computer players use six 
well-known ‘systems’^ described in the 
instruction booklet. Judging by their 
performance these systems are by no 
means foolproof! 

The program is mouse driven, with 
menu items available to start, save, and 
load a gamcj select next person to bet, 
spin the wheel] clear the table ready for 
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the next roufid of betting; turn speech 
on and off and to display various sets of 
statistics on wheel and player 
performance. This can be useful for 
assessing the effects of that new ‘can’t 
fair s-ystem youVe dreamed up! 

The main playing screen shows the 
table on which your bets are placed; a 
set of nine chips with values from £1 to 
,(|500] and a list of players’ names 
together with their cash balances. 

Bets are placed by dragging chips of 
the required value to the appropriate 
place on the table. I’he only trouble 
with this is that everyone uses the same 
coloured chips, so when a group of you 
play it^s easy to lose track of which ones 
are yours. Bets may be any of fifteen 
types allowed in the French system, 
covering the range from single numbers 


(giving odds of 35 to I), through 
various combinations of blocks of 
numbers down to betting on red or 
black (paying only even money if you 
win). As you place your bet, its type 
and odds are displayed on the screen, 
and your cash balance reduces 
correspondingly. 

With all bets placed, a click on the 
Spin ^Tieel menu item causes a full 
screen animated picture of a spinning 
roulette wheel to be displayed, 
complete with the ball running round 
its outer section. Surprisingly, the 
wheel doesn’t actually have any 
numbers marked on it, the winning 
number being shown when the view 
switches back to the table a few 
moments later. At that point the 
players’ cash balances are updated with 
their winnings (if any!). There’s no 
other indication of who’s won what - 
unlike in a real casino where a winner 
gets a handful of chips throw^n at him 
by the croupier! 

Despite the niggles mentioned above. 
Casino Roulette works well and is fun 
to play. If you feel the urge to try your 
hand at roulette, buy this program first 
- it’ll probably cost you a lot Jess than 
playing for real! 









































TRIP-A-TRON, A LIGHT SYNTHESISER 












IMAGiNS that your ST is an instrument, a musical instrument 
which you can play like a piano, producing at will flowing light and 
iridescent colour instead of sound. 

IMAGINE too that you match this display to any music you 
choose. 

THE RESULT is a fascinating and almost hypnotic experience, 
its pleasure enhanced by the knowledge that the combination is 
uniquely your creation. And that the light and pattern sequences you 
have made need not be lost but can be saved and enjoyed whenever 
you wish. 

THIS IS TRIP-A-TRON. It will run on any version of the ST from 
5I2K up. It comes in a form which is instantly useable but behind that 
facade is a co/npre/iensjve and fascinating range of controls and 
variables which allows the adventurous user to experiment 
creatively, produciiig unique and amazing effects. On ST*s of 1 Meg 
and up, or combinatioits of several machines linked via the MIDI 
interface, TRIP^A^TRON becomes a professionaPs tool, enabling the 
artist/composer to lay down graphics and music tracks on Wdeo tape, 
for per/ornta/ice purposes. 

TRIP-A-TRON offers a new art-form to those with the 
imagination and inspiration to tame it. 

TRIP-A-TRON is on two discs and the package includes a 

comprehensive manual 

Its price is £34/95. 

NOTE. If you have the ST version of COLOURSPACE you can obtain a 
discount of £10 on TRIP-A-TRON by returning your COLOURSPACE disc to 
LLAMASOFT with a remittance for £24.95. 


AVAILABLE FROM JUNE 1988 


LLAMASOFT, 49 MOUNT PLEASANT, TADLEV. HANTS RG26 6BN TEL {0736^} 447S 















SOFTWARE 

EXPRESS 


EUROPE'S LARGEST 
ATARI MAIL ORDER 
COMPANY 

( 021 ) 328 3585 


Jk 

ATARI 





UMMEM SPECIAL 


STAR LC-10 
PRINTER 

(INC, FREE CABLE) 


PHILLIPS 

COLOUR 

MONITOR 

(INC. FREE CABLE) 


£199.99 £129.99 

all prices inc, vat next day delivery £5.00 Extra 


HEAD OFFICE 514/516 ALUM ROCK ROAD, BIRMINGHAM B8 3HX (021) 328 3585 
ALSO AT 212/213 BROAD STREET BIRMINGHAM B15 2JP (021) 643 9100, 

9, EXETER STREET PLYMOUTH PL4 9AQ (0752) 265276 


SUPERTEC LTD -computer solutions! 


atari' 520 STFM - 1040 STF - MEGA ST2 k ST4 
HARD DRIVES - MONITORS - LASER PRINTERS 
New ATARI PCI k PC2 ■ IBM PC txjmpHtiblc now uvailiibk 

PCI512 ulwiiys in stock, wc have a full range 
of prodiicis availablc.Ask about the new P?C portables! 

Cammodi^ AMIIGA & FC RANGE 
avMtlabic - Amigs A2000 & ASOO 


TEL (0268) 282308 


OPEN 9 TO 5 PM MONDAY TO FPIDAT 
PERSONAL CALLERS WELCOME - WE HAVE 
SYSTEMS ON DEMO FOR YOU TO TRY 


El 



h ^J JI 1400 L TPC poitahfe in ■ Z6/j 

machine sets a new stands/xt in porfabte micros 

Laser S & the new LCIO dot matria 
for immediate delivery. 


SUPERTEC LTD 

CORNWALLIS HOUSE 

HOWARD CHASE 

BASILDON 

ESSEX 

SSU 3BB 


PC a ATARI ST DESK 

TOP PUBLtSHING system? 

from Mirrersdlt {FLEET 

STREET PUBLISHER] - TIME¬ 
WORKS DTP - Soft Logit 
(PUBLISHING PARTNER)* 

Special olferj on MEGA ST S. 
Loser DTP systero?! 

Call lor details 


□ont be P DINOSAUR - move to the best and easiest 
micro's to use. You can easily pay three times (or more) 
□£ much, for the so colled ^INDUSTRY STANDARD' 
compulETs ond still not get o system as good. 

THIS AO WAS PRODUCED ON AN ATARI LASER' 


COMMODORE AMIGA ASOO slortsr pocld only £499.99 Int 
VAT £ dolivory 

or ASOO ■> A 1004 colour manitor for only I 6 99.9 9. agoliri ttiis 
includes delivery, VAT £ tfie soft wars pacli! 

Buslnss? pack;! Mcno IbBB.BS Colour E0O3.8S 


- CABLES - MONITORS arnl SOFTWARE! 

Wu con supply items kom Ihe foliowinig manutoclij'er?: 

Fonsonk - Mkro Psripihsfcil& - Epson - Brolh«r - Philip; - Mannosmann 
Talljf - Raland; - Tondon - Miniscribo - Slor Micronics - Amstrad - Akhilsr 
* Miraclo Technology - Cumcina - EldersoH - and mony mcMre. 
JUST CALL AND ASK! 

COME FOR A CHAT ABOUT YOUR NEEDS, 
YOU WONT BE GIVEN THE HARD SELL. BUT 
WE WILL TRY TO HELP. 
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SPITFIRE 40 

Mirrorsoft 

£24.95 


ROCKFORD 
- THE ARCADE 
GAME 

Melbourne House 

£19,95 


canopy shows a background patchwork, 
of fields occasionally overlaid with 
airfields and solid three dimensional 
structures such as factories, churches, 
and other buildings. With full detail on 
view the display speed is slowed, so you 
can use the function keys to 
progressively reduce detail to get better 
response. 

You^11 encounter three different 
types of enemy aircraft - Heinkel II I 
and Junkers 87 'Stuka’ bombers, and 
Messerachmitt Bfl09E fighters, each 
using different combat tactics in their 
attempts lo outsmart you. They 
manoeuvre very^ realistically, especially 
the Messerschmitt which will try to get 
behind you. If it does youll see him in 
your rear view mirror with guns 
blazing. Bombers have movable guns so 
can fire on you from any position. In 
fact, I found the bombers much harder 
to deal with, ail too often they^ shot ME 
down instead — even the supposedly 
poorly armed Stukas! If you do manage 
to hit the enemy, his aircraft tumbles 
spectacularly out of the sky. 

In summary. Spitfire 40 is probably 
the most exciting aerial combat 
simulator available at present. It has 
shortcomings as a pure flight simulator, 
but don't be put off - if you enjoy flight 
combat/simulation programs you'll 
enjoy Spitfire 40, 


Reviewed by 
John S Davison 


Spitfire 40 for the ST is a rewrite of 
the disapptjinting 8-bit version 
(reviewed in issue 28), The difference is 
unbelievable, mainly due to the vastly 
improved graphics. Just running the 
program's ‘Demo’ mode for a few 
minutes should be enough to persuade 
any flight simulator fan to buy the 
program. 

In addition to "Demo’, it also has two 
other modes of operation, "Game' mode 
is designed to give you practice in 
handling the Spitfire and in combat 
with the enemy. This isn't as easy as 
you’d think, as you need to use the 
technique of "deflection’ shooting, i.e. 
aiming ahead of the enemy to ensure 
your bullets and his aircraft arri^'^e in 
the same place at the same time! You 
begin in the air close to an enemy 
aircraft, so you don't have to worry 
about the difficulties of take-off (or 
landing) and finding enemy aircraft, 

"Simulation’ mode has two options - 
Practice and Combat. Practice alJow's 


you train yourself in the skills needed 
for a complete flight, i.e. take-off, 
general flying, and landing. When you 
can successfully do all these things 
you’re ready for the full-blown Combat 
Option w^hich adds finding, fighting, 
and destroying enemy aircraft to the 
scenario. 

Unlike most flight simulation 
programs. Spitfire 40 has separate 
through-the-canopy view and 
instrument panel screens. I found this a 
nuisance, but you can scroll between 
them fairly quickly when required. You 
can also arrange for airspeed and 
altitude to be displayed on the canopy, 
reducing the number of times you have 
to scroll down to the panel and back. 

The superb instrument panel 
graphics have an almost photographic 
quality, and the view through the 


sprites are fairly good although they are 
not animated terribly well. There are 
however some nice pieces of animation 
at the beginning of each level and when 
you die, ai which point an enlarged 
animated picture of your character is 
displayedn 

The sound is not of the highest 
standard although it is adequate for the 
game. The spot effects are not 
outstanding but reastmable and the 
tune on the title screen is fairly 
uninspired and again, only reasonable. 

What this game has attempted to 
prove is that the original "BouJderdash' 
can be improved upon, however, in my 
opinion, it has failed miserably by 
trying to improve on what was to start 
with a perfect game. The original was a 
classic and one of the most playable and 
enjoyable games around. It was also 
one of my personal favourites. 

Rockford has lost this playability and is 
now no more than a run of the mill 
scrolling game. I had high hopes for 
this game because until now all of the 
Melbourne House releases have been 
superb. Unfortunately, this one 
brought disappointment. 


Reviewed by 
John Davison jnr 


This is the latest in the series of 
‘Boulderdash’ games starring the 
lovable little character Rockford. This 
version has been converted to the ST 
from the arcade machine ‘Rockford’ by 
Arcadia Systems. The basic concept 
came from the 8-bit machine version, 
which in its original form was a highly 
playable game. 

‘Rockford’ gives you four levels of 
five different worlds. Within these five 
worlds there are four screens, giving 
you a total of eighty different playing 
screens. As in all the other games of 
this type you must move around the 
screens picking up objects and stdving 
various problems. Unlike previous 
Boulderdash releases, the different 


levels are parts of different scenarios 
which must be completed by taking on 
the roles of a hunter, a spaceman, a 
doctor, a chef and a cowboy. 

The game's graphics, whilst being 
very colourful and quite detailed, are a 
little obtrusive when compared to the 
original Boulderdash. There are, in my 
opinion, too many bright and flashing 
colours which cause the screen to look 
rather messy, fhe scrolling of the 
screens is absolutely terrible, being 
jerky and painful to the eyes. Instead of 
scrolling as you move around, the 
screen only moves as you get very close 
to one of the edges, and only then does 
it move by at considerable speed. The 


Paxc Issue 34 55 










ST GflnES.... ST GAHES.... ST GAHES... 


INTERNATIONAL 

SOCCER 

Microdeal 

£19.95 


Reviewed by 
Damon Howarth 

As I write thisj the SMcer season 
draws to a close so IntemaLionaJ Soccer 
could be ideal for my wiihdra’A'al 
symptoms. The game provides 
armchair sweepers a chance to obtain 
the feel of playing in front of a 
Wembley crowd without the violence 
associated with these events plaguing 
the mind. 

InternatLonaJ Soccer is most user 
friendly and provides a one or two 
player option both of whom have to use 
joysticks to control the teams and the 
initial choices as to weather^ lighting^ 
wind, team colours and duration of 
match. The screens are very well 
devised with the options screen 
showing two footballers in their strip, 
allowing the players to view the 
different colour combinations available. 
It is quickly obvious that the available 
colours include the whole ST spectrum 



but the computer does not check colour 
similarities at this point and so some 
peculiar clashes of strip can be 
organised. 

The stadium blossoms forth in the 
colours of the teams and if the crowd 
are watched at less busy times they can 
be seen executing a Mexican Wave and 
cheering on their team. The electninic 
scoreboard takes up a full screen and 
conveys important messages such as the 
score, the awarding of a penalty or goal 
kick and other such useful facts. The 
game is controlled through the 
joysticks, either dribbling with the man 
in possession or tackling with the 
appointed player. To gain control of a 
player the fire button needs to be 
pressed until a white marker highlights 
his feet. He will move in relation to the 


stick and tackle on fire commands. 
Kicking the ball is resolved at one of 
three strengths pass, chip, and long 
clearance.The goalkeepers seem 
somewhat lacking in respt.insc and seem 
able to bounce balls of their chests 
rather than take possession. 

One of the inherent problems with 
the game is that the player the 
computer assumes to be automatically 
nearest the ball is not necessarily so, as 
it would seem that relative positions are 
determined from the attribute file and 
its peculiar workings rather than by 
proximity of the ball to a player. 

In the one player game the computer 
provides a fast and difficult opponent 
but does show unimaginative finishing. 
There is a constant sound barrage as 
one of four selectable tunes continues 
in the background. The sprites are of 
more than adequate size and the game 
plays at a fast rate, It is, I feel, better as 
a two player game rather than as a 
player against computer contest since 
the machine will tend to win rather 
repetitively. 

I enjoyed this game and although 
some of footbalFs basic laws are bent a 
little it seems to me to be the best of its 
kind presently on the ST. If you can’t 
wait until August then the game is a 
must. 


SKYFOX 
Electronic Arts 
£14.95 


Reviewed by 
John SDavison 

Skyfox is another of those games 
where only you can save the Federation 
from a fate worse than death. It*s been 
around for a while on other machines 
and has been hyped up somewhat over 
its allegedly spectacular graphics, so 1 
was interested to sec the ST version. 

The basic game plan is very simple - 
fly Skyfox to find and destroy the 
enemy motherships which are 
disgorging tanks and aircraft in an 
attempt to overrun your base. Once the 
motherships are dealt with you then 
have to stop the tanks and aircraft 
which have already disembarked. 
Naturally, they don’t like this idea 
much and will try stop you hrstE 

The game looks quite complex at 
first, but this is really an illusion due 
partly to the poorly produced 
instruction btHjfclet. The main screen is 



the pilot^s view from SkyFox^s cockpit, 
showing instrument panel and 
through-the-w'indscreen view. The 
instruments show current speed, 
height, direction, position, fuel, shield, 
and weapon status information, and the 
radar screen is there to help you locate 
the enemy. 

You can call on the base computer to 
display a tactical map, showing the 
position of the base installations you 
have CO defend and the positions of 
enemy motherships, tanks, and aircraft. 
By positioning a cursor on this map 
more detailed information may be 
obtained about the chosen sector. 
Skyrox^s autopilot may also be set to fly 
you to that location so you can engage 
the enemy in battle with your laser 
cannons, guided missiles and heat 


seeking missiles. 

There are fifteen different scenarios 
to choose from. Seven of these offer 
various aspects of training, allowing 
you to familiarise yourself w^ith 
Skyfox’s controls, weapons, and 
guidance systems. In these scenarios 
there are no motherships to worry 
about, and your home base canT be 
destroyed. The combat scenarios start 
with Small Invasion by just one 
mothership and if you master this you 
can tackle a Full Invasion. 

Basic coninol of Skyfox is achieved 
via mouse or joystick, with keyboard 
used for selecting weapons, etc. When 
manoeuvring, the subjective flight 
effects aren't very good, the horizon 
tilting only slightly however violent a 
manoeuvre you think you're making. 

Overall, I found the game a 
disappointment. The much vaunted 
graphics were not that good, using lots 
of bright colours and being rather 
chunky and cartoon-like in appearance. 
Sound effects were pretty poor too, 
particularly the laser cannon. In play, 
the game was strangely unsatisfying 
and I found 1 bad no great desire to 
have ^just one more go\ Electronic Arts 
seem to have slipped up this time. 
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AlAtJA/JMiONLV 


Annual substrlpliuns (6 issues) are uvuiliible to 
ft ui ihe folknvinf! rates 


U.K. 

ILurijpe 

LUsewhere - Surtiieu 
kllscw here — Air 


Stn^K' iMipies atul haek issues 
lit ime sixtli of the aniiuitl rates 


MAtiAZlMi AM> I>ISK 


PAtil* ft is also available with a disk eontaliiln^ all 
of the S-bil projiraiiiis for eaeh issue atui oUen 
1U>\'US projiraius not inehided in (he niapa/iiie. 
U.K. £30.00 

l^urope £37.>0 

I’.lsewhere Please enquire 


and baek issue disks 
lur (£4,95 overseas) 


THE ULTIMATE POOLS PREDICTION PROGRAM 

MASSIVE PATAUS PoobwiimH is isof^tusticajed Pocks 
pr«HjUaii)ai kid. '& <viti«s ifitti Cti* IwgnI 

kVAllkbld nUOdMS OVAf ICl yMLr*. 

• PXEDICTS No4 just 500m>KAWS. but A WAYS, HOMES ■M l jr^-^W 

Uid NO SCORES. MV*:, ' I TjV 

fl SUCCESSmii SE1£C gusjuU W iJui Poolswutnei peiforma 
sdatiibosnily bvnBi ihui obuii>o«. 

4 XDlAPTABLE Pnobahilikiiea ar4 ^vsn dn eve^ bxmne - 
chooH 43 msity selwTtkHui as ytn neefl ter your bot. 'nw 
prMajsk pr^dictiofi &imiiila CLkn be apt by tbk uvar - you [;aii 
dfivfikop and lest ycur own muque method. ^“ 1 * 1 ^, 

# SEMPLE DJtTAEimtr AUmsm nemeafenetn the preqiuo. Simply type in the reteietice 
nuirberB 'bomthe scneein. Or use FIKOEN topnodujce fixture lut BnitonuticaUv (b«« below j. 

# LEACtlE AND NDN-LEJLCUE AH EngliBh and Sootuah League leemB ue supponed, 
and also the noti-league aides often used on pools oomHns. 

• PKIHTEIt SUPPORT l\dl hard copy pnntoiM ot dua it you have a pnnter 

. M/U PRICE £ia. 00 (aUiiiclii«Te> 


_ - - . - AT LAffTi No nwte ytiuggliiuj fw hptiiy to SBt dm 

pTxiZpNXK/Q UiMdwAHTitMuat. nXOEN has been 

f Uk\^£lll QQr w progrunmed mill aU ^gliBh and. Soottuh League 

fiEtores tor ISSfiffi.Sunply type in the date, and Che lul] fixture lot is geciknted 

■n seowwis Fulty iHJinEMtibl* with Pogfcwinner. Teariy updaie* availahke 
POOLSWTNNER with FIXGEN £19.50 (fos twill) 


HOT JTCT A TiprrEa. 


UtlUKat WIHH imv3 

^EEFUNTEKSCOMFITTES FflOGRAM andcwcaebanalpunleraalLke. 

You can develop and test your own uiugu* wvuupg srHam by >d]utflitg rhe 
ajiaiyttt tourmila, of lue the program in Bimpke madB. Counewinner ^ uses 
BtatiaticalanaJysiaof mails'baoirsinotudijtgpaM tpem. qieed raiingL cqMute 
itaiistlca, pme money. Height, going, tramBr and todkey fenn elo, etc It 
outputs moBt meaty winnvr*. good kaig odda b«a, huecasu, incafis ebe. The 
daiahaae tnebudee vUal course Btatiatics for all irduti oouiaes You can Ttpdale 

I tha dlitalbije - rever goeB odi oI dace. FULL JPfUNTER' SUPPORT. 

PRICE £ 18.00 till Inctniliyc) iBEiladairkal and Hidiiaal Bnnil vaixlaBB. 
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DISCS EBMPonnai 
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A- 1 0™MO£OEE€4'ia 
CAutoinalicCotiyeraionCQdL^ SPECTirUM 


seed Cheques tor SwISC j Fv ^ 
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GOLDRUNNER II 
Scenery Disks 1 and 2 
Microdeal 
j£19.95 £5*95 each 


Reviewed by 
Damon Howarth 


[t h fifty years on from the time of 
the original Goldmtiner and now the 
subject is the grandson of the 
pirate-killing hero of yore. It is his job 
to recapture the stolen defensive robots 
from the pirates before they wreak their 
revenge on a defenceless system. This 
is the setting for the new shoot em up. 
The concept of the scrolling game is 
still there but this time it is a two-way 
scroll up and down! The control is 
fairly simple and greatly aided by the 
fact that a mouse can be used to move 
the ship about. The speed of response 
that this generates is of great value in a 
game of this pace. 

The game has speech to urge you on 
or give coaching if the instruction mode 
is used. It has a very' catchy musical 
score which has to be turned off if the 
sound effects are to be used, I found 
these to be critical at some junctures of 
the gamCj and a plethora of other 
accessories to make the game more 
versatile are additionally available. 

Even the high score table has an 
element of fun about it wherein you arc 
verbally chastised for not entering a 
name onto the screen. 

There is a novelty in this game which 
precludes your fighter from being 
destroyed by being shot at and means 
that by careful flying and very fast 
reactions it is just possible to avoid the 


catastrophic effects of being forced into 
buildings and other destructive solids. 

A great deal of shooting across some 
varied backgrounds is needed to enable 
recovery of the lost robots and quick 
reactions are needed to make sure they 
are recaptured and deposited on the 
transporter pads. The scoring system 
allows you to win spare ships and as 
such presents a very playable game that 
the player can imagine completing. 

Of special note in this game is the 
backcloth that the game is played over. 
The scenery is of high quality and in 
this basic game many interesting views 
can be seen since there is a maze-like 
quality to the play, Since certain 
structures can cause you to crash if 
collided with, and these are not always 
obvious - once discovered the player is 
then half-way to solving the problems 
in the game, A glance at the loading 
■screen shows that a great deal of artistic 
care and time has gone into developing 
the backdrop for this game. There is a 
somewhat surreal feel to the whole 
piece due to this effect. 

The game had many qualities that 
gave it a "let's try again’ addictiveness, 
not the least of which was the feeling 
that the maze was almost mastered. 


Unfortunately, for all the show I felt 
that the game was still a very basic, 
albeit enjoyable, scrolling shoot "cm up. 
There seemed to be very few tactical 
decisions to make and as such the only 
major problems were how to dock with 
the mother ship and where to drop the 
robots once recovered. 

The saving grace of the game is the 
incredible graphics which create the 
individual platforms or mazes. It is 
probably these features more than any 
other that make the game as interesting 
as it is, so I was very pleased to be able 
to sample the additional scenery packs 
which have been issued to complement 
the main game. Each of the disks has its 
own theme and provides very different 
platforms tO' travel over. Scenery Disk I 
has the feeling of being created by a 
modem day Breughel and contains 
colourful and confusing backgrounds to 
stimulate jaded eyeballs and reflexes, 
Gameplay is no different but the 
alternative positioning of a few' blocks 
make some sectors of this scene feel 
easier. 

My favourite disk though was 
Scenery Disk II with it's depiction of 
hell and the faces of sinners in torment 
as a backdrop. The sombre effects from 
this artwork made a shocking and 
effective contrast to the garishness of 
the original. For me this particular disk 
enhances the game purely by the depth 
of the art and the evocation of the evil 
lurking to be defeated, I. also discovered 
that with deft use of the second drive 
that the scenery disks were 
interchangeable, thus allowing an 
almost Infinite variety of platform 
combinations for the game. If you buy 
Goldrunner II then the scenery disks 
are a must. 


THE PAGE 6 ACCESSORY 
SHOP 

A superb collection of books »nd 
covers specially for your ATARI 
and the best collection of public 
domain software for the 8-bit and 
ST. Voull love it. 

Ask for our catalog now 
Phone 0785 57005 
Or write to 

PAGE 6 ACCESSORY SHOP 
P.O. BOX 54, 
STAFFORD, ST16 IDR 


SOFTWARE 


STOP 


PAGE 6 began collecting public domain soft- 
ware for the Atari FIVE YEARS AGO and was 
the FIRST to gather together PD software for 
the ST* We have an incredible collection of disks includ¬ 
ing languages, games^ utilities, demos, graphics and 
much more* 

We don't throw in everythingj we select the very best, so if 
you want the best in PD software ask for our catalog* 
Write to PAGE 6, P.O.BOX 54, STAFFORD, ST 16 iDR 
or phone us on 0785 57005 


rage: £ ^ t<iue 34 
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MORE ST SOFTWARE... 


There’s still a lot of ST software coming out and we have been 
unable to include it all cither because it w^ouldn’t fit in or because it was 
received too late to get out to our reviewers in time. Several of the 
following will appear in coming issues> meantime read on to see what’s 
about. 

BMX SIMULATOR, one of Code Masters' biggest hits comes to the 
ST for £14.99. Bike riding on the ST can be just as thrilling as Grand 
Prix racing. STOCK MARKET from Tynesoft allows the more 
serious among you to make or lose a fortune with stocks and shares. It’s 
only a game though and you w'on^t get your £19.95 back! MASTERS 
OF THE UNIVERSE from Gremlin Graphics at £19.99 - what rnore 
can we say, everybody must know^ about these characters based on the 
comics/cartoon s/toys etc. SHADOWGATE from I COM Simulations, 
distributed by Mirrorsoft tries to follow in Dungeonmaster’s footsteps 
with an adventure in similar style for £24.99. OBLITERATOR is the 
follow' up to tw'o w'ell respected Psygnosis games and looks to be as 
good. £24.95 will help you find out or you could wrait for the review^ 
next issue. With THUNDERCATS, Elite Systems bring you more 
cartoon action, W'hich the kids w ill explain to you if you don't know. 
Take the £19.99 out of their pocket money! BATTLESHIPS from 
Elite is ... battleships] Lots of good graphics but is the old standard 
worth £14.99? We'll tell you soon. MAGIC DISK TOOLKIT from 
MMG Computer Consultants is one of those disk utility programs 
w'hich we haven't seen for some time. Lots of features including 
rescuing duff disks. Everybody should have at least one disk utility and, 
if this one does what it claims, it must be a good investment at £24.95. 
GFA ARTIST is Michtron's answer to the established art programs 
but at £49.95 it will have to be good to succeed. One w'onders if there is 
room for another art package? On the more serious side we have 
WORDUP distributed by HB Marketing at £59,95. Again one 
w'onders if there is room for another word processor but this one seems 
to give you WYSIWYG on your printer as w'cll as on screen which 
could make it rather special. FONTZ, also from HE Marketing, lets 
you design and use fonts for WORDUP and other programs such as 
DEGAS and looks excellent value at £24.95. BEYOND THE ICE 
PALACE is a platform type adventure game from Elite w'ith some 
good looking graphics and it will cost you £19.99 w hilst for the same 
price you can get your owm version of the arcade game BUGGY BOY 
for some race thrills and spills. THE BERMUDA PROJECT is a 
^stunning new arcade adventure' from Mirrorsoft which for £24.99 whll 
get you lost in the Bermuda Triangle to face untold dangers on a 
mystery island. IKARl WARRIORS is another from Elite that has a 
couple of Rambos on the cover eating grenades! Must be another 
vertical scroller wEere you splat everything as messily as possible but 
it’s probably fun and only £14,99. Back on the adventure theme we 
have UNINVITED from Mind scape, distributed by Mirrorsoft at 
£24.99. Looks to be an interesting graphic adventure with a 
supernatural theme wEich could frighten the life out of you! We finally 
got UNIVERSAL MILITARY SIMULATOR from Rainbird along 
w'ith CARRIER COMMAND. Haven’t looked at the latter yet but it 
comes with a stereo music cassette featuring the full theme to the game. 
If the game is as good as the music, it's gonna be brilliant! Great idea, 
disk and cassette for £24.95. From Firebird at £19.95 is PANDORA, 
an arcade adventure set on a space ship with excellent graphics. Finally 
... there is Jeff Minter's REVENGE II w'hich comes from 
Mastertronic. Full of the Master-Blaster’s well knowm themes and 
words such as ‘synergistic conciousness formed as the sum of sentient 
Galactic conciousness'. Heavy! Definitely too difficult for CTW to 
grasp. Just press the fire button! 
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eternal dagger - AVtVTdl 

Thk has a strange update mechanism, Yout bAVh (1 tn 
1 his has a strange p rikkette 1 so if you want a backup 
The Minstrel) only affects Diskette i so u yo . , 

vou need only copy that one. But the dungeons 

and 3) are dynamioally modified as you explme ^ 

especially useful on the Underwater Dungeon - b AVb out 

it. go in Ind dear out as many rooms as you can ^ 

die! then reboot. Your characters will be 

healthy status, but the rooms will stay cleared ou^ you ca 

repeauhis process until you cleat the way to the Demon 

Vi^rld, then reboot and enter the Demon World with Iwdi y 

rharaciers! (N.B. you won't get to keep any points or artelacts 

from the Underwater Dungeon,) 

Tt-i-cD V Ai nAGGER - BUG ON THE FIRST 


Many of today's adventures, whilst 
ry user friendly when it comes to saving games or th y 
have odd bugs that can make it very frustrating to p y. 
ihcm pSpg ot reviewing games I often come across a tew 
icis tSy not he obvious to everyone and ^ ^ 

leal opportunity to share them with you. I hope 
.. ,.,;h hdn it vou are finding a particular adventure 


T ANGLEWOOD - SAVE KtS l 

SVeu hit h»o drives then SAVE;RESTORE is done 
using the last one that the game used - you have to guess or 
remember - at least the recovery is good and you " 

but do keep your Tanglewood A diskette protected use a 
copy of the B diskette for my saves and every 
oame I do a RESTART which causes it to access the B dr . 
rrn. most of the time. I can SAVE and RESTORE without 
changing any diskettes, 

tanglewood - THE R-P AREAS 

In alUaiTs you should remember the standard mapping 
.. mn.wino one 'wall' - it can be extremely useful. 

don’t pick up any items 
need out of 


tr^ung to map att area^ 
t them ai markers. This is what you 
as Forest (east of Control Centre); 1 item + 
Forest (south of map); 1 place. Swamp: 1 place, 
ke 1 item. Below small lakes: 1 item. Mam lake 
, to 2 parts of island. Somewhere Underground; 
me to practice on - there are only 8 locaiiotia 
I get past the creature or the dark - no items, 
you’ll need an accurate map of it all if you real y 
li - great puazlel Control Centre; lots of items 
- again, you really will have to map itl 

s-SAVE/RESTORE 

you start a fight Moebius does an automatic 
u, thus rubbing out your last SAVE. If you have 
h fight and die you just get restored to the same 
: again, and again.... If you want to perform a real 
SAVE your position and come out of 8ai«. 
folder on a spate diskette, and copy BOOK.DAT 
lus each of the GAMEn.DAT's which you are 
he B Diskette to your folder. If you die you can 
ack to the B Diskette and restart. You can have 
■s for different positions. You can tell which 
\T’s you need by SHOWing them (double-click 
name is ihe first thing m the 


THE DUNGEON 


alternate reali rv 

THE DEVOURER ,, , 

I have been bombarded with dueries on this one - all yo 
need to do is drop items until the Devouters stop appearing. 
,h,„ tifver carrv that many items again! 
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The July issue of Britain's 
top-selling Atari ST magazine 
focuses on Skyplot, a superb 
new package for budding 
astronomers everywhere. 

PLUS 

# Reviews: Lisp mterpreter and Pascal compiler, 
Superbase Professional, GFA Artist, AB Animator 
Sprite Designer, Quantum Paint, Juggler, 
Panasonic printers^ K-Expert. 

# Listings: Demolition game, ram disc utility, 3D 
graphic ammation demonstration. 

# Games: Northstar, BMX Simulator, Impossible 
Mission 2. Bob Winner, Road Wars, Foundations 
Waste, Buggy Boy, Spidertronic, Power Struggle, 
Trantor, Warlock's Quest. 

# Features: Music on the ST, adventuring with 
Brillig, Gallery, Arcade Corner — map and solution 
to Terramex. 

NEW SERIES: Arcade Comer, with full solution and 
map of Terramex. 

Availabie NOW from your newsauent or 


larger computer dealers for £1,75. 

Alternatively, take out a subscription and receive an 
Atari calculator, the Atari ST User Compendium disc, 
and two discs crammed with public dornain software 
- a bundle worth over £17 - contpletely FREE by 
using the form below: 


Please send me the next 12 issues of Atari ST User 
for £19 starting with the_ _ issue. 

I enclos* & chtque matJe payable ro Database Publitatpons. 

CH Please debit my AccessA/isa card! no: 

OTTi m~n rrm rrm 


Signed'. 


Address. 


.Expiry date — 


- _ Postcode. 


Send to: Atari ST User, Europa House, Arlington Park, 
Adlington, MacclesfieM, Cheshire SK10 4NP. 


^ pftortp ctrefers 0*35 I T^32Q 
$ GdW, 33.MAGD01 


Dan't forget to melna* 

Ywr crH^'r GMtH number 


mail order service for people who know what they want 

m AATARr 

Power Witfiput rhe PricB 
ATARI SUMMER PACK 

INC 1 MEG DfaVE 

—AND f4TS WORTH OF 

SOFTWARE FREE 
ONLY £385.00 


AtWl SZeSTFM tne wcvtm srd itv* FREE PD One* £379 
A|«rt BSOSTFM Inc SWISS Mon ino tiv* FREE PO DISCS E379 


AlylAZIMQ 1040 DEAf.S 
PLEASE PHOvE FOR LATEST PPiCe 


Altn M*( 7 a £ Inc SMiZS Mono Montor , Rv* Dlsct & norijjfl box £999 
Allh ^4*Q« 4 Inc ShItSS Mfxv £1149 
Attrl SLM«Q4 Liw PrlntBr £1149 
Pi4tiM ctll lor Mfw Alftrl tytltin ptittt 
Atari Prices INCLUDE VAT 


MOUSE MASTER 


[nstanfly select dther your idomm: or JoyKtiuk Cor other 
contiY^lcr) in port 0. A switch on the (op dois the swapping 
for you! Additionally, port 1 Is brought out to make ^ the 
porfii caisUy accessible. 

ONLY £24.95 


MONITOR MA STBR 

ISIB' Swileh between your Mono and 

-- ^ ' coloLT monitors. Inc Audio output 

and (Video on STFM) 

ONLY £35 00 


PRINTERS 

P*r*>Dric KXPlOfil 9 Pin NLO Prinltr £17i 
Mere P IVP16& NLO Pnnt^I £2Z6 
Stir IjC 1{} Mulb Fem. IMLQ PrntRr £V99 
$t*r LClO Cel&Uf Prlnlif MUtJ lent ISCOl Prlnlar ££59 
CIHMTi ISCD M.0 Prlrvldr EIH 

Ati printer Prices INCLUDE VAT 
PHILIPS MONITORS 

Pbllipi eM7603 1?' eVSS * Audio Dram dipuy £79 
PhUpa 5N17632 1£" Ambar tcrean £9* 

Phiiipt CMas33 14' Mad rt* edeur iwivi mono tv^iicn 
ALL PHILIPS MONITORS INC LEAD FOR VOUR COMPUTER 
PLEASE SPECIFY TYPE WHEN ORDERING 

SOFTWARE 

WE STOCK A VAST RANGE OF ATARI AND AMIGA SOFTWARE A1_L AT 
huge savings, please ask for FULL LIST 
consumables 

RBBONS, DISCS, PAPER, DISC STDflAGE BOJ<ES. KEYBOARD COVERS 
9, ATARI ACCESSORIES 
Pricop s«Li:iBct to ch 


without notlCi 


HOW TO ORDHR 

ALL PRICES INCLUDE 24 HOUR CARRIAGE BY COURIER 

Pfiaiv: with y4:iur ACCELSS or VI5A number, or sronJ chcqiw or pvdiiL to 

SilACKSOFT 

Usilb 91^12 Whito Bnya So44h 
W^Ht WLIIi Tr.Mlinj{ EjiCcriCj Wnll^uvy, Wj||»|iirii: 

(037.1) 8.58031 (2 lines) ilk 
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SAVE ££££'& SAVE ££££'s SAVE£££rB SAVE ££££'s SAVE ££££'&» 


n ■ 

\ Had enough 

■ 

Arcade Games 
^ Spre ads h eets 


A Company that offer^ 
a quality Mail Order 
service for Gamers 
in the U K 

i and Europe I 


ATARI 520 

1040ST COMPUTERS 

Stelkar Cru&ade (SSI) £34 99 

Empire (Interatel) £39.95 

Kennedy Approach 
(Microprose) £24.95 

Dungeonmasler 

(FTLWirrorsoft) £24 99 

Beyond Zork (Inlofsim) £24.99 


£2499 


There 
is an 

Alternative 


r 1 

' STRATEGIC ' 
PLUS 




S O F T WAR E 


J 


varej 


Strategic Plus Software 
P O Box 6 
Hampton 

Middx. TW12 3XA 
_ 01 979 2987 


A company that 
specialises in Quality 
^ Strategy, Adventure 
and Simulation 
software from around 
the world 




[Send £1.00 for oui^ 
extensive Catalogue 
which includes 
descriptions and 

L complexity ratings , 
for each game j 



SIKULATIONS Uji 




CANADA 

ELECTRONIC ARTS' 

L J 


1 ' ATARI 520 


1 t(MDST COMPUTERS 1 

f Ultima fV 

1 

(Origin Sysloms Inc.) 

£24.95 

Bard's Tale (EOA) 

£24 95 

Ptianias^ III {SSI) 

£24.99 

Rings af ZiHin (SSI) 

£24 99 

1 COMING SOON; 

\ OuasiFcn II (SSI) 

£24 99 j 


M3K) PROSE 


All prices include VAT and P&P. ALL PROGRAMS ARE ON DISC ONLY. 


BWvrecH 


\VE ££££'s SAVE ££££'8 SAVE ££££'8 SAVE ££££'8 SAVE ££££*8 SAVE ££££*8 SAVE ££££'a 

WHOLESALE PRICES - DIRECT FROM THE 

WAREHOUSE! 

Importers . . . Manufacturers ... Distributors ... 

Telephone: 0664 410666 



STORAGEBOXES 


BULK PACKED OFFERS 
BEST VALUE IN TOWN 


!!! FLOPPY DISKounts!!! 
THE MORE YOU BUY - 
THE MORE YOU SAVE!!! 


ACCESSORIES 


S Dgubh itM 5 25* KT.P.I hte wrti mir tni. 
SO DduUb ShM SJS' WT.P.L Mi. will hit ticngv teg . 

pQviM StdwJ 525* 1161? L Dwi* wH w tgoNO» tm . 
1D0 DeuU* S.ZY KT.P.I DtsJn with w iknv bv 


3 . 5 Cr Lock^ - Holdi 40 .... 

3,Kr - Hclte A4 . 

a.SCr* UkMM* - Hoick 120...... 

E.2S' LxAMa - »akh SO..... 

S.25' - Hohk 1® 

S.2S’ Lodifbtt - HolOt 140.... 

Alt WITH LOCK « TWO KEYS 
nVIDCnS 4 AKTSTAnCt 


ricBHdgciBk.. SOh. 

in^tA ScM 13S T.P.I..e4p fi£p frOp TSp 7Ep 

(Ub4« StdM 135 T.P.l_.S«p e4p SSp ftOp 7Bp 

ALL DISCS ARE SUPPLIED WITH LADLES AND ARE 
CERTIRED ERROR FREE 


Vmi un choou ktlw 54 cspidly atorkg* boi of lOfl 
4iAr*^ lb«M Ip rp wfth vwr 
V fim w*nt • 140 MfPKiiy PtorAtW ppk |u«i mM • 
fwitwr C3.50 


i ttr Buh PukBd- 

Pnp* Mdl gfek .ES* »+ 75^ 100^ 150* 

SmgiH Sided 4a T.PJ. 4£p 37p 33p 30p 

Ddcibl* »ed 44 t.PJ. 44p 3»p Mp 3£p 31 p 

Double S«1ed Oe T.P.I._40p 41 p aep 34p 33p 

DduU* Sided Col. 96 T.P.I. . 5Sp ASp 4Sp 39p 34p 

Double SidM n*y. 96 TP.I .550 4«p 45p 390 30p 

COLOJRCO OlSitS, COME IN FIVE COLOURS IRED, 
BLUE. WHHE. YELIOW, GREEN} 

REVERSIBLE DISKS HAVE TWO INDEX MOLES AND 
TWO MOTCHESI 

ALL DISKS COME WITH ENVELOPE AND LAML SET 
AND HAVE A HUB RING AMD FULL GUARANTEE 


20 l^blf Sded 3.Y 136T.P.I Oiiki witi our Elmgf bm 
40 Dcubli 64ed 3.Y 13&T.P.L DiPa wtli w ilonp* bgn 
60 DouM 5fded 3.Y 13&T.P.L Deta wn ai ilmpt boa 
m Chiubta Sdad 3.Y 13&T.P.L Deht wrD qm' IWV tei 


t1»95 

£46.K 

!C64.B$ 


Mout* Mk ... 

BBC Prinlpf C4kle.. 

Atei efe PiitW CeUe ... 
S.r CiMnwto KK (Niiid) . 
429* Cieefwq lOl (lutcl] 
Dkk NiKiUh IftHklHl „ 
IS* Wonito Sl»id_ 


Yeu can cheoH either 40 capedly eharefle box or H 
upecNv euire^te ho« lo 40 wttti yvwt 4 l»««r 
If yvu HvnI a 120 cepedly Hbrege twi |uel edd ■ 
ht^er CS-54 


ALL eOXES COME WITH LOCK, E KEYS. DIVIDERS 
AND ARE ANTISTATIC 

ALL DISKS COME WITH LABELS AND ARE 1(»lL 
GUARANTEED ERHOH FREE 


Deck Top Copy Hoidtr A4 ....._ 

Dock Top Copy H«ld*r A3 .............. 

Space Swer fSinkr Stand [40 POl) 
Economy PWOer Stand [SO coO. 


MELTON COMPUTER SUPPLIES 

FO Box 2, Melton Mowbray, Leicestershire, 

^ 0664 410666 (24 hrs) 

E%ftiH for oiar lakt pcioe baAan plulng your oirdiir 

^ ■ 1 ■ educahonal a goverttment orders welcome ■■■■ -■ 

sr the price you see is all you pay (U.K. only). Prices include VAT and carriage 
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Magic can be dangerous in the 
wrong hands. Anything can 
happen, even Demons may be 
released but can they be 
suppressed again? It’s up to 
you to find out - if you live! 


Demon Ad venture is a matter of survival As a serv^ant in the 
Duke'S castle you know that he has experimented with magic 
but has had very little success, due to his dimisiness. 
Unfortunately^ one of his spells has worked too well and a 
demon is loose in the castle. You have hidden in a tower room 
to escape the demon, but you cannot hide there forever. You 
must attempt to escape alive from the castle, preferably 
destroying the demon as well 

GETTING STARTED 

The program is written in standard Atari Basic and should 
be fairly easy for desperate adventurers to follow. I have not 
given a list of variablesj as this would make things too obvious 
when typing the program in. 

Type in the program using Typo 3 lo check it as you go and 
save it to disk or cassette. Then RUN the program. 


PLAYING THE GAME 

The game understands normal tw'o word input such as ‘HIT 
DEMONS ‘DROP BUCKET’, ‘KICK BUCKET’. Useful 
abbreviations are 'T for inventory, and single letters for 
directions, e.g, ‘N’ for ‘WALK NORTH’. Useful commands 
are LOOK’, ‘EXAMINE^ LOAD’, ‘SAVL’ and *QUIT’. 
Load and save w^ill need a blank cassette or formatted disc. Up 
to 10 games can be saved on one disc. 

HINT 

Only one hint Tm afraid - Don’t be afraid to tr>^ the 
obvious! 


by Adrian Cox 


ti 

■O 

EB 


REM 

ntH 

HErt 


I m-H H IKW H-M H M H-W 

PEmN ABUENTunt » 

fall Adrian Cok R 

PACE t Magiazine ^ Erh^i^nd • 


CH tp HEH w 

CH A RliH W l l M MM h WK mt ill I llW<| .MIf mum i fW I fU l fU M K 

OF 7 AEM > Ilit^ur nuUTIHE A&APTEA from 
EH E Atn > EHAE-nRlMG APVEHTUBLS OH IHC 
VF 9 REM > ATnRl 4BH BV PEIEA CEAPARA 
HI lb FOKE az. BjCRAPHICS BSEI CDlO'IT 

:5ETCDL0R 1 , B. J.a r DH E ''SETTING 

UF . . . 

AH ZB OPEN Wl,4,0,"Kt“ 

HT za VERe5 = 54tNBUHa^=d7 

AR 4B PIrt CM9(Zr3,dSEll^VHtfd^.NQfCdl,Ni5 
(41 , as CHOIIH. P C34 , Bl . KS 14A) , ^IS e 15.> , C 
5$1171 j dK» C4».IT* rti? 

UK SB 5I9="DDin't fa« s i 1 I v , " ; tan' 

t see ii."[DKS="Q.K.";5T$-"9trange idc 


fl 79 REBTQRE IBBBiFOR A=1 Tu 34tFDH BRl 
TO AlflEAR KiPfAjBl?NkHEKT B-HFMT A 

ue aa re&tdhe ipaiEDR a-i to nduh 9 :R€ad m 

jOBfAT^KlHEXT A 

UH CP=1;IH-S;DF=-l:PO=aIPLCBcEB^e 

UF IBB CDSUB IJ^B 

Ot4 IIB IF PF># THEN PF?DP-1 

TH iZfl tr PFSa THEM BiiCf'ei:=CP 

NH i3b Trap iie 

SW l4fl IF PF=a AHA ICP^>33 an CB-Bl THER 
T ;? "The BeMOii CAichef v pu .": GO TO 7BB 
CM IBS IF PF>0 TttEN ? :T "VOU CAR h#Ar Th, 
s dPHon Hoving.'" 

EH IBB IF DFiB AHA CP=33 *HO CB=1 THEN ? 
t ? "Tfa.* dsmn is unable to enter the c 
ire 1e."j 

TH ITB GO^UB 740 

MB 181 IF Ve>19 THCR 2ie 

lU 13B DH UB G09UB 1744,13^6,1878,liSA,in 
7e^ZS3«,2<'7», Z10S,71DS,2 2 3E. Z23B>3Z7S, 
3338,7470,2S1A^ ZSSB, Z7IS , Z74B j. 3330 
L9 288 GOTO IIB 

GG 210 Oh UB-13 CDSUB 34aB,ZS48,7980,2988 
^27eB.ISISj108B.3128,3198,3738,3200,3« 

BB 


GH 770 GBTD 118 
NX 738 END 

CU 74B ? s cuts'"' s 0 5=''" j 1=1 

«A 758 ? 

CO 2AS ? 

HU 770 GET ttl,Z 

DH ZBS 3F 1=1 AHA Z=3Z THEM 278 
IE 290 IF E>127 AND £(>155 AHO 7 0156 THE 
H ZSZ-lZBfPOKE 694,8 
AC 388 IF 7(37 OR Z=l27 THEN Z70 
MU 318 IF AND Z(17fi THEN 7=7-37:P0KE 

T9X i 94 

FL 3ZB IF 1 = 156 THEN CM!S = "“1 1 = 11 ? ■Q-'jtCO 
TO 75 8 

HL 338 A7 = CHiHtCZ] 

IT 340 ZL^ilEMICHS] ;IF ZL>76 THEN 3be 
MF 356 IF ZOlSS AHR ZOlZO THEN CHtd,!! 
=Af:? r 9j;i=i*itcaTO 750 
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^^^B%:nture 

IB 360 IF e=155 AND ZL>& THFM ? " 
iGDTf] «00 

EL 37H IF Z-lZb RNC? ZL>1 THEII ? " ''Jfltpft* 

;iCHf=CMS* I,ZL ijtI-I-lptoTO ifefl 
HH IBB It i = lit AND zi=l T«tn = 

^ ] [ GOf D 2^0 

oy J40 bOTD 7«e 

CS 400 |iiSiM..iMOSz>‘»!y&4 = '’''cWB = 0:HO-0 I CM- 
LtH cCnS >1 lri = 0 

Kl 416 K = M#|cir IIJCM IHCW H-C«ilSOTO 43? 

IZ 420 IF " THEN 41B 

CW 4tB IzHsTF I>4 IME» 1=4 

440 VBS=CH411,I} 

J5 4'SO IF LEHlVe$'}<4 IMEPf yo S CL E« ^ U B * J * 1. i 
Z“ '"itOIO 45B 

HI 4BO UESTOPE ZGHcfftH **#* 

LR 470 FDR n=i T0 VEOBG 

PA 4S0 REAR OH(W:IF MlS=VBt inEW yflzUiGB 
T0 546 

AK 43B HEMT A 

ab 566 H=HtlElF Ht?CH THEN 536 
XC 516 IF 0B=o I nEM BOS=wi»t f VD = 1: 1 = 1 : CPTO 
616 

if 510 HETURW 

¥M B3B ir CHSCW,H1=" '* IMEli 510 
U6 640 IF WB-6 THEM ? "I Awn' t haw 1 

O “;CHS Cl^HI EGOID 240 
MC SOB I=H 

SU 566 H = HFiiIF H>CH IHEH H=Cin;CDTD EDO 
PV 676 IF CrtS-CHpHlO" ” THEM 566 
HR 560 J=H!ir J-l>4 THE# J=I*4 
Hf 590 MO$ = CMtII^Jl 

56 BOB IP LEHCHDSTC4 THtKl «0S fLEM CHD*»+1J 
=“ ■■iCaiO 666 
UP 616 ftE5T0RC 500 
KU 620 F0H A=t TO HDUH5 

EH 636 READ UlSsIF Hll^BOt THEM H(3=a:GDt& 
65 6 

HC B4B HE#T A 

HU 656 IF H>CM THE# tl=CH 

ra 66B IF WO=B AND HdSO'”' THE* ? “I dOP' 
t understond ”j bmS tl,HJ:COT o 2*0 
HK B7G If #0=13 0#D 06111=0 THE# WD^lO 
IM BOO If #0=15 AMD 06131=6 TREH HD=2a 
ZU 610 BFIUHH 
VO 706 * '"Vau AFP dead." 

£h 210 ? "PlBV jgilft fV/#T”" 

OF 736 GET ni,A:Af=CHHtlAl 

HV 730 IF P4 = "ll" Oft 0S=’"n"' IHEH POKE 752 < 

0 1 EWB 

#T 746 IF A4="V' Ofl fi$ = "y' IHEH RLIM 
PA 75B GDIO 720 

je 760 DATA go , 1,MALK,I>EHIE,1.,LOOK,2,1 

p2 

RK 770 DATA 5C0H , 3 J. HELP , *, 6ET ,5.TAiCE>5 
AM 760 PATA IHUE,0,I >6>PUT ,7,DHDPd7 
IL TS6 OATO pPEMj 6, CL05,9.5tlUT J. t^OftlM , 10 
■J 666 OATA EAT >11,CUT >12,51A5,1Z>CHOP, 
13 

CM 016 BATA GLIM, l,LigH>14,lllHI, 14 
65 BlO DATA ATTA , 1B> KILL , 15 , tfTT >1^1 
5F 63B 6ATA EKAH, 16 , JUMP j. 17 , PIG ,26 
ZH 6*0 OATH PU5H>1S,PULL, 18,HCIUE, IB 
PL 950 PATA >AUE,LOAP,20jGElT>20 
KZ 866 HAlA 5AV ,21,5HGU>Zl,TELL>21 
OH B70 PATH HUH >2Z,THR0.13>PLUC,Z4 
ua 6BO PATA OBFA. 2B>5lM05,25,PFaPj.lS, SHOO, 
27 

Mi 600 DATA Fit 1,20jHE#P,29,REPA>as,rlK , 
29,PDUn,36,6URIi|, 14,auiT>51,EHP ,31 
KE 1B6 DATA H ,5 kF ,H >U .6 
,»0flT 

9H 914 PATA 50UT,EA5T,ME5T^UP ,Pa»W 

¥1. SZO DATA 0ia&,FEAT,BUCK, IPAD, MOTE.hood 
RL 93B DATA ASHE,npH ,ARAD,POLE.CHAL,HHlF 
Ml 946 PATA BOOK,5CP4. TPHC>BUCK, HATE. OTHD 
HH 160 PaTA eOHE,PEHD>CKES,CUPT,BED ,crat 

HC 160 PATA CIRC,CDHPj,FIflE,lEWE, SU05>PDnT 
IV 970 DATA HELL, TABL . 5IMEL , Hi TT , 5VMe 

rG 980 PATH O.fl,ZB>27,e,0,6,1*,14j23,0,0, 
16,6 

HC 916 DATA 6jD>24,2.20jze,9>29,7,11 , 32,I 
3,lJ.2S,23>32,21,20,ia.fl,li 
flV 1004 PATA B>B,B,l2,O.0,e>B>B,B,0,3 
HE IBJkB DATA 6. B.4,0, Z,5,0,0.0.3.0,0 
VH lOZO DAIA 0,8,6.7r3>B>0jB,0,5,4,0 
U5 1030 DATA e j 9 j 5ji 0> 0> 0 , E j le , P> 0,0,16 
HH 1440 0ATA 7,0.10>B>B,6,9,0.11>9>1Z,0 
ER IBSO DATA 0,0,0,14.4.0 


UO 1«60 DATA B,Bj1,0,13.10.6,0,6,0.0,LZ 
an 1676 DATA 0.15>B>Bj0,4,14,16.0,0,0,* 

ZC 1080 DATA 15,17, 19.21, j 6,0,16 Ifi . O , 6,6 , 

U 

AC JD9B DATA 17.O.0,0,O,O■0,0,20,16,0,0 
PA IlOH OAIA 6>D>0r11.0.0>0,O,16.77,6>24 
Hr lilO PATA Q , 0 , Z1 j 0 , 23 . O, 0> B> B> 6> 4, 77 
TP 1176 PAIR 0,0,0.0,71,0,0,0,0,0,7,Zt 
rp 1130 PATA 0.0,0,27>25,A,0,0,26,0,0.0 
5V 1140 PAIR 0,29,0,Bj0,0,0,29,31,Z9>0>29 
5A 1150 DATA J6,32,31.79.31>30,29,3t.31,3 
0,30,31 

PK 1160 DATA 30.0.0,0,34,4,32.32,12,32,0. 

6 

AT 1170 DATA 6,0,0,0.11,37 

51 lldB DATA Har tik, 5AUth, Eai t, HcSt, Up , Bow 
n 

JM 1190 DATA A dead bird,SDH# f6athPrB,A 
H«tal 6UCh«t,A 6p6d#,A fTWtE,A piPCF Df 

woDd,5ap6# asihps 

MC 1200 DATA A bdd,AR arrow,A notaJ pol*, 

A pLwcc 6f {halh,A hnifo.An anci«nT bo 
pk,A parcTiHFnt scroll 
JC izio DATA A 6 la 2 iDO larthjA bu 5 h»t of 
water.H«irr,Birds ov*rhc4d,O&n#s,Th* d 
6H6n,A HD6-d*r £ll«St 

9 H izze PATH A iir*p carT*in,A hFd,A crate 
,A rhalh Circle,A corps *,a signal 
,A lever,A orw aubstanc* 

FU 1230 DATA A par1CULliS,A ww11,A table, 

A wDaden shelf 

EM 1260 IF #D = B THEM ? "Mher* tD?r‘: HETUfiH 
HF 126B IF II0>12 AHD MO O S7 THEN 7 SHiRE 
TURN 

ts 1266 IF M0 = 37 AMD C:P=33 THE# 2 <'Vau‘re 
alreadv There.“:RETO bh 
CB 1260 IF H0=37 AHA CP=3Z THEM T P#^:CP= 
33lCaTP 1390 

OH 1270 IF riP>6 THEN HGdHD-b 
nr 1296 IF pidp,HO}= 0 TMFii ? "Veu can't g 
A that watf.: RCtURM 

XD 1Z»6 If CP=Z0 AMD pf=-l AMD #0=2 AMP 0 
eczoiOo THE# pF=is'* “YOU hear unvenen 
t behind gou." 
la 1306 CP=PCCP,HD>!? 0K5 
TV laiB IP CP=ie0 THE# 3610 
IZ 1320 DBCZ67=Di [131 
VK 133* IF CP=32 THE# 06CZ51=3? 

HP 1340 If CPA33 THEM PBCZ#)=33 
GT 1350 ? "R^ISIF tCP>24 AND RPT261 Dfl CP 
>31 THEM SETCOLOfl 2,0,0 
' ZT S3b4 IF CP>27 AHB CP<32 THE# SETCOLOH 
2,3,0 

HG 1370 TF GP<25 THE# SETCaLO* 2,1,0 
Pfl 1380 IF CP>2* AMP 00(163 0-1 AMP P0(16 
1 OCP THEN V '’Il‘i dark . " : RETUftB 
VE 1396 G6SUB 14Ba*ICP«10) 

PL 14 00 ? tT ■ H'' 

JK 1410 RESTORE 1190;aH=B 

RE 1426 FOR A=1 TD 33:REAP NPiIF aP(AJ=CP 
fHEH T K5:(IH=:1 

AK 1430 MEKf A: IF PH!=0 iHt# 9 “Mothins #p 
ecial” 

UM 1440 V t? 

3C 1450 RESTORE IIBO :[!#=« 

EV 1460 FDH A=1 TP STflFAt X4:IF PlCP.AjO 
6 THE# ? Hti" ^*3 inM=l 
Re 14 7B MEKT A I IF «H=B IMCM 9 “#OWh*r*’-i 
TP 140B ? eHETURH 

HL 1490 ? ■■vnw "Fe in 6 snail rodAd tDwer 
rAOH.“;RETURMi 

HX 1500 ? '^Vou are on the roof of a tower 
and can see for ni 1 RETURN 

XH 151 * ? are part way up a spiral s 

taircase.'’:RETUnB 
T#l 1520 GOTO 14 70 

RH 1*3* ? “Vdu are at the north and of a 
IDDR halIwayRETURN 

BP 1S40 T “Vou an* in a burnt out rDOWi, b 
adlv daHaged bu r i re RETURN 

Ml 1550 ? "Vnu are ih the Main bedronn, w 
hich IS indi sar^ay j : RT TURN 
UH 16*B ? '^VOU are by IK# Hain Stairs in 
the centrtof the upper hal Iway .; RETUR 

w 

TV 1670 GDTG 1050 

AC 1550 T "Vdu are at th* fuuth end nf a 
long hal 1 way .'+3 RE TURM 

SJ 1596 T '■tou are in an aid storage raon 


.'■IRETURM 
PU IGDO GDTI2 1510 
PL IbLB GOTO 1504 
5L 1620 CD1D 1930 

DO IbiO t ''VDil are Jl Ihf nnrth rnd Of th 
e 1 Dwrr h41 1 wau - 3 RE T UH# 

PI ib 4 u ? “Vov ar* by The Main atdirs in 
th* crnti-rOt the Inwer ba I 1 wav ,; RE 1 UH 

# 

HK 1650 ’ "Tpu are at the iDUth end nt ih 
t lower Ka 11 waiy . : RETiiaH 

Gii iB*a ■* "V-ou ar* in the library w+iore t 
he Ouhr did research tar his nayicaj 
experiHPnt«.":RETURN 

HJ 167* “J '►Vdu are ifl the banquet hall. T 
here are deep ymoves cut in ihe floe 
r,"1HEIURH 

HH 1666 f “Vou are in the castle hitchen, 

“ i RETUHH 

FM 1690 t ^'Vou are 10 th# ceuptyard surro 
und*d by the hiuh wails of the castle 
. : RETURN 

TA 1706 ? '“yo,u jpp th* gate r": RFTUH# 

FU 1710 V “Voij ar* AH the roDf dF the gat 
e tnwer.-'iRETUR# 

JS 1720 ? "Vau are down th* well. The wai 
IS are cnid ahd damp . ; hetuhh 

y-j 3.730 2 ''Vou ar* nn 4 hidden stairway I 
eading to a secret pamsage.“:REIUOH 
£9 1740 t ”Vdu are in a secret, passage in 
tended to be 4 n eiiape rout* for the D 
uhe and his faHi 1 ycRETURN 
nG 1750 ? "Vpu are in a tuon*i which is a 
lacked by a roch f ai 1 . : RETUP" 

aJ 1750 ? "Vnu are in the lair of the d*" 
on, VAU can T«*i an aura of *vil.'':H 
ETURH 

ps i 77 B 2 "V-ou ar* m a Maze uf twisty tu 
nael# withda«p, sticky, red wa]i 1 *,'':RE 

TURN 

UT 1784 GOTO 1776 
UH 1790 GflTfl 1776 

DK IDO* 2 "You ar* in the cellar under th 
* caatie where th* ouke carried nut h 
id itagical *ip*r i wents . " i REtuRN 
HC 1526 T “Vou are in me chalk circle. T 
he ground is stained with falood+"iREtO 
HH 

VR 1026 2 “'You ard in a dark, aanp tunnel 
, '■ t return 

Zj 1636 2 "Vou are m the weappna roe# of 
the castle wh*r* tne Puh* k*pt h 

is collection of antique w*ap 

on*." 

OD 1840 RETURN 

FE 1*50 2 "Vpu are in * panelled roOH. Th 
e walla ar# cover*# with narh# which 
seen te" 

NK 1660 2 "nav# been caused by th* claws 
of gniw- great beait .'*J RETURN 
ta 1070 2 "IBOK for not being killed yet. 
"lAETUR# 

JE 1060 2 '"ExaHine every th ing RETUfiM 
L# 1*90 IF N0<15 then 2 5If:HtrUBM 
ZL 1900 NDtNd-12 

E* 1910 IF OB(NDl=-l THEN 2 "Vou already 
have It.":RETURN 

AH 19’26 IF OBCNOT'OCP THE# 2 C5l {HtTUR# 

59 1936 IF HD=11 OR HO=za OR #0=14 UR N0= 
32 THEN 2 "It'S too heavyRETURN 
CJ 1S4U If #0=33 THEN 2 "It'S fikEd tO th 
e wal1RETURN 

UJ 1950 IF NGiZT THEN 2 "It'S tRO hgt.^^lR 
ETURH 

PT 1965 IF HD=17 THE# 9 'HOWT":RFTUHH 
Tt 3976 IF HC= 2 B tMEN 2 "Tb* idea Of th# 
yane is to survive■"cRETURN 
5V 1960 IF N0=2t OR N0=29 OR #0=29 THEN 2 
'■As ynu reach toward* it, the grey 
substancr reaches towards yeu,” 
ua 3*96 IF Na =21 OS «0=19 on Nosa* TMEN 7 
60 

AU 2006 IF NOJ16 THFN 2 "V6U can’t take i 
t.":nETUR* 

MJ zeiu If IN = 6 T«E# ■* '’Vou’r* carrying t 
DA iwjch,": AETUHH 

6 P 2020 06 (NQJ =-U IN=TNH : 2 0KS |RE¥UHH 
DI 2630 RESTORE 3i9*tOH=0E'» "Ypu are C*rr 
u iny C' 
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1H TBdB FQP A = 1 TO IbrfiEAP XSllr DBtaj^-1. 

THEM ? MS I PH-1 

JO 201^0 HCK1 d ] IiF □HrB THEN ? " WD t h ■ A q 
A1 £efr« RETIIHH 

LC fa?« TE HP<13 THEM ? 51?iRETURH 
*01 2OS0 HD = Ha-JL2rIF DBTHDlO-l TtIFH 1 ''Vd 
u Jcin^ t h^vr itr^'^HETUAh 
CM 20?0 IM = 1H-J.: OB £lill> =CF rDKtJ^flETUHH 
KJ zloa IF M 0 fl 3 THEM ? 5I$:RETUPH 
WF 21L0 MD-Ha^l3]IF OmWOlOCP ANP OOITHO} 
0-1 THca ? C5$rRETUnH 
M0 3120 IF HOOlS AaD HOOZl AHA NI0<>24 A 
HA HnOiB THEM '? ''Vou can't orfp aaf p 
r Thasr,.'^] HF TURH 

JH Z13a IF BOzlJ THEM T OKSiRETURH 
QH 2J,dO IF MD=24 THEM ? -^FAu IFV, but fml 
1 I'TBETLB'H 

AH 215* It HDRTQ THEM ? "HOW?“!BETUftH 
□ J 2150 IF 00151=0 THE* ? ''Vau rjn4 EPHFt 
bl nan " I OB TBl =CP : RETURN 
Pn ziT* 7 aH±;PETURH 
LM 2iae IF HOCiS Then 7 lltiRCTURH 
HA 3IfO H0=H0-12:IF DBTHOlOCP ANO OBtHdl 
0-1 then t C0ttPFTI|HH 
AA Z3BA IF H0O13 AHA H0O24 AHO MOOZl A 
HA HOOSS THEN ? "Tdu can't cloF* pri* 
fit IhOSE tRETIIRH 

HJ ZZia rr Ha=?H dr ho = jp THEN ? "Ifs n* 
t QRAn.'-FflETUnH 
DZ f22« T orf:RETURN 

MU 223* ir Hd03 THEN T AlttRCHIRH 
HO 2240 H0 = H0-1Z3IF OBEHOJOCP AHA OB CHOI 
0-1 THEM T C5«TRETuNH 
(H 2250 IF UB = la dHb HDS17 THFH T gift; NET 
URN 

IN 2250 * ‘"VOU'll hill gbaFMa] f , , ," [RETUn 
■ 

LE 2270 IF HOtia THEN t STt[RETUNH 
HC 23*0 HP=K0-12:IF OBCHDlOCP ANCi OBCNQl 
0-1 THEH ? CSSlAETURN 
RA 22t5 IF dBfl210-I THEM T with?" 

:RETURN 

rc 13BB IF M0O22 THEN ? "HO *ff*Ct.":RET 
UJIM 

EB 3310 ? "The curtain shrivels amd dt>>p 

pears 

QH 23IB aBIZ2T-BlRC23rll=2a:RETURN 
HH 233I IF HPC13 THEN 7 5IttHETURH 
NS 134B HDAHO-lZiIF OBtHDlOCP RHO OBCHOl 
0-1 THEH T C5$!RETURH 
HZ 1S3B IF H0O13 AHO HOOS AHA HO 014 TH 
EH ? STimETUBN 
HV isae ? "it t av* ■ k " 

fH 2970 IF HO=S THEH ? “It is verv clniRp 
" : RETURN 

%3 ZISR IP HO=i4 THEN 7 "ThroH the rPHain 
s At fire»"Tt "Burn the Means of fligh 
tj."!T "Then sag the word 
yZ 2305 IF H0=14 THEN ? "TD hr<p hi ft nut 
Of S ightp")HFTURH 

HP 23'94 ? "A deHAti ffuSI -be deslrdueA bv ft 
■ai'Ci All Other Methods tfill raiii The 
booh gives" 

liV 2400 T "Hanu reasons For this, all of 
theH far ina technical to detail here 

AL 2410 RETURM 

MU 24ZO IF HO <13 IHEN ? 53$ ; RETURN 
HR 34X0 HD=N0-12;1F OeCHAlOCP AHA DDCHDJ 
0-1 THEN * CS^fRETURH 
■ M 244* It HOOfi AND HD<12 AHA HO <> 13 AHA 
HaOl4 THEH T 5 T»:reTurh 
VB 245* It DBEZ710CP AHR OBClSlOCP AHA 
OBMSlO-l THEH ? "What frOMfl RETURN 
Bi 2450 IF NO=b tn£H > DHt eDB 1 1S3 SOB CO] ;p 
e<BlRB] RETURN 

To 3470 ? "It burns, leaving no Trac»L"FT 
F OBTNDIS-J THEN IH=IN-1 

2400 IF H0=2 AND CP=ia AND DF = -| THEN 
T “The dritcin is tfDhpn bv the spell and 
ftoues towards gou . . . “: GOTn Zoa 
us 2*7e 4B<N0>=eilt Ha=Z AHb cp=33 AHA PF 
= t TnEM 7 "Vdur surround ins¥ blur HOfte 
Atari Iw,“jO0 = A0fl;RETURN 
44 3EBB RETURN 

MU 2510 IF HUlll THEH ’’ STAiRETURN 
HO ZSZB Hg = H0-i2;IF OBCHOlOCP ANA ObCHOl 
0-1 THEM ? C55iHETURH 
LJ 2530 IF HDClZB THEN T 5TS; RETURN 


RD 3540 ? "Vdu trv,. hut nothing bapppns e 
xc ept, , ,j GOTO 700 

HF 7550 IF M0113 THEN ? "Tou can see noth 
mg froH here . “me i uhm 
HC 2bbfl MO-HO 12 [IF OeiHOlOCP AHA DBIHD* 
0-1 THEM 7 CSSmFTURM 
FM 2S7a IF »0 = 5 THEH » "Ifs written in b 
IOOd. ": Ht ruRH 

ru zcoe TF M0=13 THEH ? “A booh about den 
ons I There is a SIl aAgr SvnbAI E>n libO 
cover RFIIIRH 

CD 35?0 IF H0=14 THEH 7 -H^n ancient spell 
,":RETURN 

on 3000 IF NJJ=19 THEN 7 nThev are Hunan." 

;RETURN 

V5 2610 It HD=ZB ANA AFl^-l THEH T “It Js 
iDtallu notion lessRETURN 
HP 2520 IF Nd=20 ANP At=* AMP CP=a9 AND C 
D = J. Theh 7 "It li trying tn entar th« 
c lrc]e,“[flFTIIRH 

UE 2530 IF H0=25 AHA CB-0 THEN T “lt‘S br 

a He n .' M R EI UR H 

IH 2«4« IF H0 = 25 THEH ? “It'S the Auhe.'*: 

RETURN 

UR 255« IF H0=2B AHO DAttSlClB THEN 7 "Th 
e greg substance cavern it.":RETURH 
JE zeBB IF Ha=£0 THEH T “It seens alH«st 
alive." tAETURM 

5F 2e7a IF HDrzj then ? “It covers the no 
rth evit."rH0=25;C0T0 2550 
HU 2600 IF H0=32 ANA OBtlZl=a ThFk t "Vau 
find soHAthlng . “ t on ciza scpmETURH 
EK 25tB 2r HDSI3 AND 001142=4 THEH ? "TOU 
find sneks th lnp."F DO 1141 =CP: RETURN 
PL 27B0 IF H0=24 THEN ? "It lAOhS fairly 
weak.":RETURN 

NL 2T1B IF HO=S5 THEN 7 "It is a Circle « 
ith eight arrows radiating iron 

it.";RETURN 

GZ 2724 7 "Ten. lea nothing xpoc |a 1 fRETU 
RH 

EH 273R 7 " Hhe P I " !RETURN 
LH 2741 IF HO<13 THEN 7 51*tRETURN 
HA 2754 HD = HD-lZllF DHCHDlOCP AHA DBiHOl 
<2-1 Then t csIfneturh 
RH 27EB IF <H0=2B AND OB <291001 OR H0=22 
OR H0=29 THEH 1914 

UH 2774 IF HD=za AHB 4123,41=* THEN 7 "Th 
e portcullis is raised .“iOB(341=BtPt2± 
,41=1B41 RE tURH 

EH 27*4 IF ttOOZI AND H0<>24 THEH 7 "Noth 
ing happeFis."■ RETURN 

or *7*0 IF P<CP,6JOO THEH 7 "Nothing hap 
pens.“FRETURH 

QV 2804 7 "A secret paisage is raveaiad," 
EK 2B1B IF HDbZX THEN PCEP,61=25 
EE 2*24 IF HD=34 THEN P<CP^5T=I4 
AZ 2B3* return 

F* 2640 7 CHR$t34I;CH5(l,H>;ChHt<34} 

ZE 2B50 IF CP Oil OR AD 02 OR HO 0 40 THEN 
RETURN 

Kf 2*6* 7 ^'As vou conplete the spell, the 
denon rada* fri^n sight and diisappe 
ir*," 

HU 2*7* DB(24I=4;AF=-1FOBt29)=e:RETURN 
FL 2*84 IF HD = 4 THEN 7 “Mipre In?" [RETURN 
CO ZBflB IF AFO-l AHA (HD<13 DR HD = 371 TH 
EH OF=AFfl 
RE Z*9B GOTO 1344 

IP 2*04 IF HD<1S UR DOTHO-lZlO-l THEH 24 
70 

BE 2914 N0=H0-12tIF HO O7 THEN 24*4 
Th Z9Z0 if CPOU DR DF<>0 THEN 2*94 
KH Z*34 IH-IH-1 

HH 2*44 7 "It disappears when it hits the 
edge af the circieL'" 

HU 2*50 De(H07=4:Ag=DD41:RETUnH 
IR 2**4 IF HD<13 THEH 7 5lS;AETURH 
HR 2970 HO=Ha-lZ:lr GD[Ha]<lCP and OBIHOI 
0-1 THEN 7 C54;RETUPH 
AR 2*00 IF H4 01 THIN 7 5TS; RETURN 
Hb 29*0 ir RL=1 THEN 7 "Vou've alreadg do 
nr that RETURN 

OR 3000 PL=1:? DK5:UD<ZJ=CP;RETURN 
K1 3*lB ir HQ<13 THEH 7 SiS; RETURN 
HH 1030 HO = Hn-12FTF OOCHDlOCP AHA OBCHOl 
<^-l THEN ? C5StRETUHH 
UK 3U3e IF HD<>2d THEH 7 “Vou fail nisera 
bly. ";RETURN 


FR 3040 IF OB (101<> 1 THEH 7 "Vdu need to 

usr sonethinq stronger.“4 HE TUAN 
UD 3060 7 "It IS SnaShed.“:QD<Z4)-0:DD(61 
= li 

OH 3060 IF rt]i,s|-n THEH ^ "A secret pas 
sage is reveaIed.":P<1i,oJ-34 
AH 3070 RETURM 

PT IB4B IF HGO0 THFH 7 SI*:RETUHN 
KO 30*0 IF 45(410-1 THEN 7 "Ul.at wlllb?"[ 
RETURN 

FH 1100 IF CP021 OH 05 (111 03 THEM 7 GKi 
; RL TURH 

It 3114 7 Hivgu fflund sgihething.“;OB (11}=C 
PiRETURN 

KO 3120 IF HG<13 (HLH 7 9li;RITURH 
HH IlIB HGt^HD 13 I IF DBTHDlOCP AHA DB(HD3 
0-1 THEN 7 C^SfRETURH 
AM 3140 IF HD=2« THEH 2514 
HV 3150 IM=IH-1 

57 316* IF HPOI* THFH 7 OHf ;OBT*l=CP;nCT 
URH 

5E 3i2b 7 "One df then j* hit and falls. 
The rest Fig away," 

LE 3100 □R(i*T=0;DD (i7=CP;0B(*1=CP;RETUAH 
HE 31*0 Ha=HD-12;IF MOOl THEH 7 SISiOETU 
(EM 

DH 3304 IF OH<3lOCR AHA 0BT31O-1 THEN 7 
"VOU don't have it.“;RETURN 
MR 3214 IF CP<124 THEN 7 “HOthlftg here tb 
pot In lt,"iRCTiJHH 

KL 3210 OB 1161 SDN<31 ■OHril=0[7 DKt[HETURH 
IL 3230 HA=HD-12;IF HA<>25 THEH 7 5IS;flET 
UAH 

lA 3244 IF 5 d=I IhEH 7 "Ogain?"sRETURN 
ac 3¥*0 IF GBTllll^-l THEN 7 "Hhat With?" 
:RETURM 

tl 3260 TF CP0 32 AHA CP 0 33 THEN 7 “Vgu' 
re not there,“iRETURN 
lA 327 b 7 DHf ICB?!1 HETUHM 

AY 3290 HD = NA-12:IF HD017 THEN 7 5I5;RET 
URN 

AA 32*4 IF OB(16]<>-l AHA DBIlAlOCP THEN 
* "It's not harsRETURN 
vn 3340 QST31=0B<15?;0D(151=4 
KP 3110 IF CP<Ji3 THEN 7 '“XI ruhs away.": 
RETURN 

SC 3320 7 "The fire is put out." rAB(71=CP 
[00(271=S;RETURN 
AS 3330 GOSU* 1470 
HS 334B DPEH az,4,4,Ht 

IR 33Se PUT n3,CPiruf nz,lH|FUT B3^AF«ti:P 
UT *t2,AAlPUT it2,PL:PUT *12,CB 
BL 3360 For A51 to 3][PUT U2>DH<A1f1[HEKT 

A 

QU 3320 PUT nz,P<?,6J tPUT B3>P(11,61 I PUT 
B3,RI39^17 

AU 3390 CLOSE »2:SAUNA 9,0,9^9 
DI 33*6 RETURN 
AL 3440 G4SU4 3474 
UH 3414 OPEN tl2,4,4,Ht 

tP 3424 get B2,CP;gET 1(2, IN: GET HT.AFjGET 
1*2, AO: GET n2,PL:GET ll2 , CB i Ar= AF-l 
MU 3434 FOR A = 1 T* T3;CCT B2.P;0B lA1=P-1E 
HEKT A 

LM 3444 GET B3 , P [ p ( 7,6 I = P E GE T tiT,PEP<11.5 
1=P:GET tt2,P:P(29,ll=:P 
HU 3450 CLOSE BZ 
ON 3460 GOTO 133B 

00 3470 7 “Cassette or dish <C/A}7“ 

9U 3440 TRAP 357B 

DI 34*0 GET fll , A 1 A't = CnnA EAl E TF AS=^'C'' OR 
AS="C“ THEN «S-"CSRETURM 
HT 3500 IF A5<>“A“ ANA A$(>“d" THEN GOTO 
3490 

JH 1914 7 "PoEitign (*-*JP"; 

GJ 3520 GET ai,R:IF A<4« OR A>57 THEN 352 
* 

BH 3530 H5="AtAEK0H .SAV“ 

TR 3540 KS<9,91=CHP$TA1 
10 355* ? "OPOSitiAA ";a-4B 
BO 3*60 RETURN 

AC 3575 7 'idiUajl''; CLOSE H2ES0UHD 5,4,0,0: 
RETURN 

DA 3504 ? "Arp ydU sure IT7H37" 

PA 35*0 GET B1 . A : AS=CHRS CAi ; IF A'f = ''V" OH 
AS="y" THEN GOTO 718 
AH 350* METURH 

GL 3614 7 "[DirraiiaiireaMiCH" s 7 ''Vnu have ■ 
scaped.“[GOTO 716 
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Welcume back to another music session from Dave T's DiscOn. 
last time Dave T*s tune works in the VBI so you can run other 
programs or ^ust type away while the music plays. With a little 
programming you can even use the tunes in your own program; 
make them really impressive. 

Just type in the listing^ make sure that you SAVE a copy first 
fi'niportafif/) and then RUN it* Type NEW and the program will 
disappear but the music keeps on going. Great isn*t it? As you enjoy 
these so much we will bring you just one more tune before the disco 
closes up and moves on. See you next issue! 
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Sort Routines 


F 


THE 

SHELL 

SORT 

In Issue 32 I described the use of the Bubble Sort. It is most 
useful for the sorting of small lists of data, and for these sizes j 
ii will often outperform many of the more sophisticated sort 
routines, which need to do more bf.iokkeeping. As the size of 
the list to be sorted increasesj how^ever, so does the usefulness 
of other types of sort. For large lists, these are much faster and 
more efficient than the simple Hubble Sort. 

The main problem with the Bubble sort is that although 
values move quickly in one direction, they may move very 
slowly in the other. Another way of thinking of this problem is 
that the largest out of place value in the list or sub-list being 
currently ^sorted moves quickly to where it should be, whilst 
the other values move more slowly, often 1 'space' at a time. 

For even moderately large lists, this makes the Bubble sort 
inefficient, 

A MORE EFFICIENT SORT 

The Shell sort was invented by Donald Shell, and instead of 
comparing ADJACENT items, as in the bubble sort, it 
compares items with other items a fixed gap away i,e. it 
compares (and if necessary, exchanges) value X with X +GAP, 
Using this method, it can be seen that values out of place will 
move faster in the *right direction' than with the simple 
Bubble Sort, which always uses a gap of 1, When no more 
exchanges can be done with the current gap, it is reduced, and 
the process continues in a similar manner. The later passes, 
with smaller gaps thus have less *work^ to do. The final gap is 
1, and this procedure is the basic Shell son idea. 

Now is as good a time as any to introduce some jargon, A 
sequence is said to be ‘h-sorted" if, starting at any point, 
selecting every h’lh value yields a sorted sequence. This 
means, in simple terms, that if, for example that h = 3, then the 
1st value is less than the 4th which is Jess than the 7th etc. 

Also, the 2nd value is Jess than the 5th, the 3rd less than the 
6[h, and so on. An example of a sequence which is 3-sorted ix> 

(1 6 103 12 1! 14 13 12 lb 15 14) 

As can be easily seen, this '3-soned’ sequence has 3 
individual sorted sequences i.e. (13 14 16), (6 12 13 15) and 
(10 11 12 14), In general, an h-gorted sequence has h sorted 
sub-sequences. Pheww,,! 


Gordon Cameron returns to 
explain a more sophisticated 
sort 

What this means is that the Shell sort actually h-sorts the 
given sequence with a given value of h. Then the value of h is 
decreased, and the process continues. In fact, the value of h is 
decreased by dividing it by a cenain constant number at each 
turn, ignoring the remainder. We finish off with a value of 1, 
which in effect compares each number with its neighbour. 

Sounds famiJiar?? It should do, as this final gap of 1 is very 
similar to the technique employed in the simple Bubble Sort. 

All we have to do is choose the starting value for h (the GAP), 
and the number that we successively divide by. 

LET^S TRY AND SIMPLIFY IT 

To simplify matters, in my program and example, I have 
taken a starting value for the gap which is equal to half the 
length of the sequence. Consecutive gaps are calculated by 
taking the old gap, and dividing by two (ignoring the 
remainder). So starting GAP = INT(Length/x), and the 
following gaps are calculated using GAP= IHTCGAP/x), 
w'here x ig 2, (You may experiment with differeni values of x, 
in line 1065. As I mentioned, this is a slight oversimplification, 
as there are certain sequences of h values or gaps that are 
known to work well. However, there are an infinite variety of 
these, and some work better than others, chough nobody really 
knows why. If you are interested, there are many books on the 
subject,.). 

AN EXAMPLE SORT 

3 he Shell sort is quite easy to use once you understand the 
theory, but, if you are like me and prefer hard, concrete 
examples, read on. 

The programs work with characters, but for this example I 
will use numbers, as the technique is more easily demonstrated 
in this fashion. I will start with the following sequence, which 
I will son into ascending order. 

(95S32 1 ) 

The length of the sequence is 6 and in the examples the values 
which are being compared are in bold, and the arrowhead - > 
denotes a new list formation, if appropriate. 
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HO 1 HtM WM WM HM Wmf H W W WHWHl i m i K W M Il M ilMilMWM 


ICE Z 9EH » FTLE ENTER PROGRAM * 

KR 3 REM » for SORT ROUTINES » 

TE 4 REH « bv Gordon CanoroA n 

SR 5 REM «-----» 

no 6 REM H PAGE E Magazine - England * 
HU 7 HEM M K W MKWKimif l CM HH W H NNM N WWM MM M ilMII M 


AH 10 DIM FILE$Ciaeeei,HAMEINSC141JMAMEOU 
T$ tl4lj GARBST^(10003 ,GdRBEHO$ CIOBOJ ^ TE 
MP$(403 

PT 10 FILERS" " J GAflB5T0 = "" : caflBEMOS = "*': CO 
UNTl^i i COUNT fNUM=l : LIHE=:1 : ELAG = D 
KU 7« GRAPHICS O:POKE 75Z^1:PDKE BZ* 0 
JD 25 ? *'N*'!COLOR 15e:PL0T IjZlORANTO . 

2EDRAHTD 3QjZllDRAHT0 In^ZIiDRAUTO 1,1 
LZ 30 POSITION 6j,6:? “PleaSe tnter source 
fiIenane";POSITION 3,7:? "Pleas# incl 
ude jdentifierCe■g D1POSITION 8,6 
KG 3^ INPUT NdMEIHI$ 

VS 40 POSITION 5,11! 7 **Piease enter sourc 
# filenane*': POSITION SplZj? "Pleas# in 
elude identiTierCe■g Dlil" 

UO 4S POSITION 0,13:INPUT NAMEOUTS 
LR 50 PLOT 1,1 

DR 100 REM ENTER FILE USING GET ** 

KM 110 TRAP 300 

AD 120 OPEN Hi,4,0,NAHEIN$ 

SH IZl REM ** READ IN START GARBAGE * 

RR 123 GET ttl,GARBST 

DO 124 CAROST$eCOUNTlJ=CHHSeGARBST3ICOUHT 
l=COUNTltl 

DT 125 IF GARCST03G THEN 123 
VZ 126 REM READ IR FILE TO »*»»« 

MMKI i m i K BE SORTED WHItH N NKM 
LK 127 GET N1,DUMMY!FLAG=1 

CD 12D REM HUM IS THE POSITION ALONG 

THE LINE - LINE IS THE LINE NO. mkmmm 

OT 12S POSITION 13,10!? "Reading line 1" 
RD ±30 GET H:1,CHAR 

HU 135 IF CHAH-ASC (■■*"■! THEN GAHBEMDSCll^ 

■■^■■:GOTO 200 

fU 140 IF CrfnR-i55 OR NUM-40 THEN 150 
TO 145 FILE$C (L1NE-I3«4e-»NUM3 =CHRSCCHAR1 ; 
NUM=HUM+1!GOTO 13# 

EY ISO FlLESCCL1RE-13*40+HUH>=CHRSC15S3JN 


We Stan with GAP = INTC6/3) = 2 

1) 9 5 3 32 1 
->353921 

2) 3 5 3 9 2 I 

> 3 28 95 1 

3) 3 2 8 9 5 1 
*>321953 

In this pass, we have executed exchanges, we must repeat 
the pass with the same gap. 

1) 32 1 958 

2) 3 2 1 9 5 8 

3) 3 2 I 9 5 3 

W'e have no exchanges with this pass and gap, bo we reduce 
the gap. Notice that the sequence is now 3*sorted i.e, (3 9), [2 
5) and(l 3), 

The new gap now be GA? = INT(3/2) = 1 

1) 3 2 1 9 58 
->231958 

2) 2 3 1 9 5 8 
->213958 

3) 2 1 3 9 5 8 

4) 2 1 3 9 5 8 
->213598 

5) 2 1 3 5 9 8 
->213589 


UM=i;LIHE=LINE+1:POSITION 26,10;? LINE 
:goto 130 


PV 

200 

REM NiHt READ IH END GARBAGE 

RP 

215 

GET »1,CHAR 



UK 

220 

GARBEND5 CCDUHTZ3 =CtlR$ CCI1AR3 ; C0UNT2 


-COUHTZFi 



DO 

Z30 

GOTO 215 



PP 

300 

REM NN ALL ERRORS TRAPPED TO 

HERE 






HH 

310 

IF NOT FLAG THEN ? ’^KHO 

FILE 

MARK 


ED TO 50RT !F";END 



IF 

3ZD 

LINE=LIME-1 



RR 

330 

REfi WH4f RAD OUT THE LAST 

LIME 

TO 

UG 

331 

REM FILL 40 CHARACTERS ,■ 

T ■ 

TL 

335 

LA5TLIME= CLIHE-13*4071 



NH 

340 

LOOP=;L ASTLINE 



KP 

350 

IF A5C(FILES(LOOP,LOOP! 1 

<> 155 

THEN 


LOOP=LOOP+1!GOTO 150 



HM 

350 

IF CLOOP-LASTLINEl<39 THEN FELE5CL 


A5TiINE+3#>=" " 



RC 

370 

REM 



PP 

3B0 

0 

3BS 

REM NON LAST LINE CONSISTS 

OF 4 

KO 

REM itN CHARACTERS 



RE 

999 

REM * PASS CONTROL TO SORTER 

MODUL 

NK 

C. 

REM WWMTTM HRITE OUT THE 

OBJECT »* 

DL 

9005 

OPEN NZ^S,.#, NAMEOUT$ 



L5 

9010 

FOR Ael TO COUNTl-1 



HK 

9aZ0 

CHAR=ASCCGARDST$CA,All 



GT 

9030 

PUT t»2,CHAR 



az 

9040 

ttCKT A 



UA 

9045 

PUT T»2,155 



PK 

9050 

FOR B=1 TO LINE 



UN 

9055 

C=:l 



LZ 

9060 

CMAR = ASC CFlLE^t tB-tJ»40 + C>l 


HF 

9070 

PUT 1tZ,CKAR 



GZ 

9060 

IF CHAR01S5 THEN C = C + 1 

: GOTO 

9060 

CZ 

9090 

NEKT B 



MR 

9100 

FOR D=1 TO COUMTZ-l 



HZ 

911# 

CHAR=ASC(GARBENDS CD, DJ 1 



G5 

9120 

PUT »Z,CHAR 



DF 

913# 

NEKT D 



LH 

9Z#e 

? ■■^FINISHED 



HG 

9Z1# 

CLOSE ni: CLOSE ftZ;POKE 

752*0 

: END 


W'e must repeat this process, as swaps have occurred in this 
pass. 

The only swap which will take place in the next pass is the 2 
with the L The sequence is now fully sorted, but it will take 
the prograrn one more pass to recognise that there arc no mure 
exchanges needed. The final sorted sequence is 

Cl 2 3 5 3 9) 

This process takes 3 swaps in total, compared with the 
Bubble sort which takes 14, but completes the process with 
less total comparisons. 

DIFFERENCES IN SPEED 

'Fhc example above is a little eontrived, as most sequences 
are a lot larger. In general, for small sequences such as the 
above, the difference in time and efficiency between the two 
son routines is negligible, but as size increases, the Shell Sort 
becomes considerably better. For ICM) items, the difference is 
substantial, while for around UKJO, the Shell sort may be up to 
10 times faster. I did a short test using my bubble and shell 
routines using 106 lines, each containing a couple O'f words. 
The Shell sort tcfok 65 seconds, made 2566 comparisons and 
395 swaps* whereas the Bubble sort took 219 seconds, and 
made 5474 ctimpariaons and 2653 swaps. Note the large 
difference in number of swaps. (N.B. 'Fhese tests were 
conducted using Turbo-Basic, which is much faster than 
standard Atari basic). 
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PU 

BP 

HC 

MK 

Ql. 

JZ 

flP 


KH 

EO 

ru 

AQ 

JH 

PK 

UM 


TB 


AE 

HG 

IP 


PH 

FH 

OF 

BV 

MB 

St 

BE 

BB 

EH 

UT 

JA 


KC 


VD 

UR 

ZQ 

ID 

HS 

EZ 

AH 


IBOB 

lOiO 

IDII 

1012 

1013 

1B14 

1020 


REM H M M K Hi l HHt W HWWH H W K M W H M M K HI C MI CK 
PEH 1* SHELL SORT HOBULE 4 

REH M by Cordon Cancron P 

REM * PAGE 6 MayazinB England -H- 
BEH w ww h w k w h h k h h h H HMWHHMH WM m k h k h 

«EM __ 

REH Use with tilt Stored in 

arrPV FILEf^ fluHber nf lines 

stored in Variable LINE 


leie REM ■■ 

ie&0 PEM 

±B64 Bln LlHEi$440>JLJME2SC403 
1005 K=2 
1066 BEH 

1078 ? "^Shell Sort":? :? ■■ EF J orwerd 
or CB)4Ch Alpha sort ?'■ 

1074 OPEH H3,4,8 5 "1 GET tl3,ltEY:IF KE 

V^>RSCfF"! AND HEV<>AiCC"e"l THER 107 


4 

1075 CLOSE nS:IF ItEV-OSC t+*F+‘> THEM FBW 
anD = l£BACK=0 t 7 ''FORWARD SORT GOTO 2 


808 

1880 FRHARD = B : DA<;k = 1 i 2 ''BACKWARDS SORT 

18^0 REM »»** toHMENCE THE SORT 
2080 7 tf "Total of "sLiHEj'" lines to 
sort . ? iGAPSlHr CLIHE/'K} 1 TRIES^B : SHA 

PS^O 

2803 POSXTiaH 6,10:PRIHT "Trying a gap 
Dt GAP 

2085 P0SITI8H 22,105? GAPj" 

2818 SWAPFLAG=a 

2828 FOP UDDP^l TD LIHE-GAP 

2838 LlllEl4=riLE$ C IL8OP-13»40 + 1,LOOP»4 

8) 

2040 LXHE2$=F3LEt ( CLOQP+GAP-lJ*48ti,fL 
DDP+GAPl*40) 

28&0 IF FRHARD and LIItElS>LlriE2$ THEN 
GDSUb 3008 

2860 IF BACK AND LlHEIS<L1NE2$ THEN CD 
SUB 3080 

2870 TRIES=rPXES+l 

2850 NEKT LOOP]IF SMAPFLAE THEN ZD10 

2851 CAP = IHT IGAP^Kl :IF GAP)a THEM 2005 

2825 POSITION 6,125? TRIES;" conpariSD 
ns. ■*: POSITIOM 6,lJf? SWAPS;" swaps." 
ZBS6 POSITION S,28]T ■ TMf■ 

■";OPEH HI, 4, e,"K: GET 1*3 ^ KEY 5 CLOSE S 

ItGOTO 5008 

Z039 REM HNHAWiI SWAP TWO VALUES W W M W W H 
3808 REM W M WMWH FOR SHELL SORT W * wwww w 
3010 FILES t CLOOP-L1*40+1*LD0P*401=LIME 
2 % 

3020 FILESCiLOOP*CAP-L)*40+l,CLODP+GAP 
)#40)=L1HEL£ 

3030 L1HE1$=+'"1 LII*e2S = "" 

3035 5HAPS=SHAPSTLESWAPFLAC=1 
3848 RETURN 


USING THE PROGRAMS 

There are three listings with the anicle. The iihell sort and 
Bubble sort (revised) modules plus a loader. Type in and save 
these as you would a normal program. The Loader program 
should be ENTER’ed to merge with the sort you are using or, 
if you prefer you may type in each sort and loader at the same 
time and SAVE normally. If you wish to make practical use of 
the programs, 1 suggest removing the PRINT atatementSj as 
these slow dow^n the processes considerably. 

Just a reminder on how' to use the program which was 
explained in the last article. The loader works on files which 
have lines of maximum length 39j terminated by RETURN. 
The segment to be sorted must be started with a S sign, and 
end whth a a (up arrow) sign, both followed by Carriage 
Returns. You can use Mini Office H, Superscript or whateverj 
and the program wlW sort the source file, and write it to disk so 
that it can be loaded by these word processors. Aliemativelyj 
you can use your own programs to write the file. 

The sorter modules look for an array FILES which contains 
the text to be sorted. Each line occupies 40 characters. Uencej 
you can incorporate these muiines into your programs with 
little modification, to sort whatever you wish, however if you 
do not w^ant to modify the program, the loader and sorter 
modules will do all the work for you, so don't worry. 


PM 

BD 

HC 

MK 

OL 

JZ 

OP 


Kfi 

FU 

JH 

VH 

HU 


TB 


AE 


1080 

L8LB 

1011 

1812 

1013 

1814 

1020 


1868 

1064 


REM ANW N H H NMM M Mi r M m tM M H X MM K M TmJ lMW 
REH W BUBBLE SORT MDDULE * 

REM N by Cordon CanerDb * 

REH * Page 6 Hagazine England A 
REM m h m wmhbithHW W HNMMww k h m h x hmmw w: 

REH ___ 

REM Use With file slored in 

array FILES. HUHber of lines 
St0r0d in variable LlHE 
BEH ——^ ““ 

DIM LIHEl?C40J,LIHE2$(40) 


1866 REH 

1070 ? ""ABubtflP Sort":? :? "CFlorward 
or IBl'ach Alpha sort ?" 

1074 OPEM *13,4,8, "h !" EGET tt3,HEV:IF KE 
V<>A5CC"F"1 AMD KEY <> A5C (*'&"> THE* 10? 


4 

1076 CLOSE USE IF KEV-ASCt"F"l THEN FRN 
ARD=L:BACH=e:? "FBRMaPD SORT..":GOTO 2 


BOB 

1880 FRIHiARO=B ; BACK = 1 : ? "BACKHARDS SORT 


HG 

PT 

¥C 


AA 

BC 

KT 

J1 

UT 

RI 

01 

SD 

BE 

YP 

KT 

uz 

JA 


JL 


uo 

LB 

MB 

JD 

MS 

AH 

20 

U1 


1856 HEM 4*** COMMENCE THE SORT *»»* 
2088 ? t? "TQtol AT "ELIHE;" iinPS TO 
sort..? 

2093 POSITION 6,18:? "'Outor' LOOP Cou 
nt is "iPdSlTlOlt 6 h11e? "■loner' Loop 


Count is 

2004 SHAPS=8:THIES=0 

2805 FDR |.OOP=LIHE-L TO 1 STEP -llSMAP 
FLAG=0 

2806 POSITION 25.10:? LOOP;" 

2018 FOR LOOP2=L TO LOOP 

2028 POSITION 25,li!? LDOP2;" "STRlE 
S=THIEStl 

2030 LINEli=FtLE$(tLOOP2-l)*4a+L,LOOP2 
»48) 

2040 LIHE2$=F1LE$ILDDP2*40+1.(L00P2+L> 
*483 

2050 IF FRMARD AND LIHEiS>L1HE23 THEN 
GDSUB 3808 

2850 IF BACK AND LIHE if<LINE2S THEN EO 

SUP 3000 

2078 NEKT LDQPZ 

2080 IF HOT SUAPFLAG THEN 2855 
2858 HEKT LOOP 

2055 P8SETIDP 6*13;? SWAPS;" swaps nad 
e.":P05ITIDH 6,L4:? TRIES;" coHparison 
S Mode." 

2856 POSITION 5,20:? ■■ ■3iT*1.1 


NY KEY T 


lOFEH 1*3,4,8. "K E"tGET a3,KEY:C 


LOSE ttlEGOTO 5080 

2855 HEM MWHWN- W SWAP TWO VALUES M H K M H P I 
3000 SWAPFLAG = SHAPFLDG+L i SMAPS^SWAPS* 1 
30L8 FILES C <L00P2-13»4a + l,LOOP2*4B3 =L1 
HE 2 $ 

3020 FILES tLOOP2*40 + l , *LOOP2 * L ) *401 =:LI 
HElS 

3830 LIME1S="":LIHEZS^"” 

3040 RETURN 

5080 REM **** END OF SORT -WRITE 
TO DISK M M MMW M H M H X H K II M 


5818 ? "KSauing...Please Ha it..." 


If you are intcreisted, then you may try using an index array 
which contains references to the main array of text. Swaps are 
done on THIS array, and not the file itself, and when the file is 
output the index array is worked through sequentially, and the 
relevant line of text output. This method is much more 
flexible, but I leave it to you to tryl 

Finally, a small lip. If you wish to output the sorted Hie to 
the screen, type B: at the prompt for an object file. 

Well that^s It fnr this issue. The Shell sort is simple to 
apply, but for large sequences is a lot more cfEcieni than the 
Bubble sort. The Quick sort is even more efficient and faster, 
and this 1 will hopefully be able to describe in a forthcoming 
issue ! 

If you have any problems with the programs^ consult Issue 
32 of PAGE 6, or write to me at 13 jVluir Bank, Scone, 
Perthshire, Scotland. 

Re/er^ttcas: 

Inti-aduction to Pascal 2iid edition by Neill Oraftam 
Computer Algorithm and Methods by S.P. Towmetid « 
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Mark Hutchinson’s 



For some reason the rcadeTs of this columo have been very 
reticent about writing to let me know what they would like 
explained, so I will indulge myself with something that has 
always fascinated me. 

Over the past few years, I have had several letters asking me 
about backup programs. Quite a few people have been 
mystified as to why DOS, which has a duplicate disk option^ 
cannot copy bought software, I will give you an explanation of 
how some protection schemes work, but not how to crack 
thcrrij and about some floppy nasties. 

PROTECTION TECHNIQUES 


The ATARI drives have a special chip onboard that will 
read different types of format when told what to look for. It 
normally cannot write these formats directly and a hardware 
modification is needed. Software copiers are Limired nowadays 
in whai they can do and chip modifications are not cheap. 

When ATARI software first appearedj the main protection 
was the non listable file. This was done by disabling the Break 
key and System Reset. The w^ay around this was by forcing an 
untrapped error. A trapped error will rerun from some point 
within the pmgram but an untrapped error will go to a 
GRAPHICS 0 screen as normal. By hiding the variables and 
directory Listing, and by compiling Basic programs the listing 
was kept secret. 

Next came the bad sector. This sector had bad data* either 
by recording at a very high or low speed or scrambling the 
data by moving the disk during write operation. Later the 
sector number was removed. This protection was bad for the 
motors as the drive would continuously try to read or find the 
sector until time-out, giving out that dreadful noise called 
'snarkingh It was finally, and thankfully, superseded. As a 
protection, it was cracked easily and quickly, except for one 
software house which made every other sector bad. Try 
spotting the necessary one out of 360! 

Then, all at once, came better and more advanced 
techniques. 

BAD DATA MARKS - Data marks are used to identify the 
type of data to be found in the secttir. Anything other than 
SFB is classed as bad data. 

CRC RRROR — This is when the cyclic redundancy check 
does not match the data on a sector. 

duplicate sectors — When two sectors have the same 
ID number. 
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FUZZY or UNSTABLE SECTORS - The data on these 
sectors seem to change ctmstantly. Also known as phantom 
sectors. 

SHOR r SECTORS - Those with less than the normal 12S 
bytes of data, 

OVERFILLED TRACKS — More than the normal 18 sectors 
per track, 

'The last four methods are extremely hard to overcome, yet 
the overfilled track w^as easily cracked by the old technique of 
slowing the drive. This could squeeze in about three extra 
sectors. Hardware mods were still needed to overcome 
duplicate sectors. A track with a mixture of the above is very 
hard to crack, but some companies had pre-defined tracks as 
part of the copy software. This is easily defeated if the 
packages have protection sectors moved by one sector. 

Probably the hardest to crack is the dongle, or hardware 
key. This is an encapsulated ROM, plugged into an J/O port 
and read by the program. It will normally self dcstruct when 
opened or any attempt is made to read it. A bit too high tech 
for the ATARI? Hot if it is PAPER CLIP from Batteries 
Included! 

A FEW NASTIES YOU MAY ENCOUNTER 

We have all read about ^hackers” who break into systems. 
Many do it to see how far they can get, the cheeky ones leaving 
messages to say how they did it. Some just break in to loot 
data} however a few are really evil and will try to destroy the 
data. Up until recently, many BBS’s were not buffered and 
lost all their programs through such destructive hackers. Even 
worse w^as to follow. 

WARNING — Dow^nloading from a BBS can he very 
dangerous to the health of your system! .Many programs 
contain in-built routines to ctipy themselves onto other disks 
and multiply. They are often loaded onto a BBS with some 
interesting name, but wiih a nasty bit inside, Such a program 
is called a Trojan Horse, but is more often referred ttj a 

virus and will quietly stay on your disk and then suddenly, and 
without warning, start to corrupt data. You may not notice 
this for some time. Indeed, you may think it is a fault of the 
drive. By this stage a lot of programs may have enough bytes 
corrupted to be unusable, and all of your backups will be 
infested. Here are a couple of examples of this type of 
program. 

PROGRAM W'ORM - First written in the late 1970’s, it w^as 
used to check network security. It was supposed to travel 
between computers and replicate itself, how^ever it got out of 
hand and crashed around 100 systems - mainframes, not 
desktops. One solution is to send in a ^killer worm* program to 
destroy the original prtigram. One famous program was ‘Killer 
DOS’, the worm in the Applef 

LOGIC BOMB - This originated as an advertising method. 

A soitware company would distribute, free of charge, items of 








software that would cease operating after several runs* Many 
of these would format the disk and thus wipe the data. This 
program is well known to big computer firms when a 
disgruntled employee leaves the job and leaves a software 
surprise as well. 

Believe it or not, these programs started out in life for 
legitimate uses, to track our old, unused code and destroy or 
update, for diagnostic resting, limited use freebies for 
advertising and resting primitive life simulations* 

TRYING SOME PROTECTION YOURSELF 

Most of the techniques mentioned are beyond the scope of 
the ordinary^ user but you can do a little to protect your own 
programs. If you try these out, make sure you do it with a 
backup. 

Firstly, disable the break key by POKE 16,128 and POKE 
53774,128, This can be circumvented by system reset, so 
POKE 580jl, This will reboot the disk when reset is pressed 
so you will need an AUTORUN.SYS file. All this will stop 
the program being listed but not copied, 

You can take things a step further by customising your DOS 
2.0. Location 4226 is the pointer to the low byte and 4229 is 
the high byte* I have only tried out the low byte, you can try 
both. If you are using DOS 2,5, the low byte is 4171 and the 
high byte is 4274, The default value is 105 and points to 361, 

50 ro change the directory use the following formula to change 
the directory start sector, 

POKE 4226, (new' sector number + 105-361) 

Make sure that you have wiped the original directory in 
sectors 361-368, Better yetj use a newly formatted disk. Go to 
DOS and save the change by using option H to write DOS to 
the disk. You could also keep the old directory and change the 
starling sector, thus allowing only certain files to be accessed, 
or copy a directory from another disk using a sector copier. 

Use an AUTORLTJ.SYS file to boot your program* 

I hope that this has been instructive and not too technical. 
Next month we can start again on the basics, that is if any of 
you would be kind enough to let the Editor or myself know 
what you would like to see in this column. Remember, this 
column is to help beginners, They must help themselves by 
asking me to ejtplain things that interest them. Some things 
might be too involved for inclusion here but then, that is why 
you have my address. 


Mark Hutchinson, 
1, Hollymount, 
Erinvale, 

Finaghy, 

Belfast, 

BTIO OGL 


EXPANDING 
YOUR ATARI 

We have had to put a hold on this series for the time being 
for various reasons, not least of which was that the circuit 
diagrams for ihe second pan were a bit loo complex for the 
editor to graspl There were also some errors in the first article 
which were pointed out by the author and other readers. 
Thanks go to Jim Foster who provided much information and 
revised diagrams* Corrections or clearer diagrams are as 
follows. 



Figure 1 - Logic Probe 

Using this circuit the red LED will illuminate if the probe is 
connected to -f-5v and the green if connected to Ov. The 
supply for the logic probe is best taken from the computer by 
two flying leads fitted with crocodile clips clipped onto any 
convenient -l-5v and Ov rails on the computer. 



Figure 7 - Monitor Output 

It is possible to connect the computer to the AUX input of a 
Hi-Fi without using resistors but if distortion occurs the 
circuit above should cure it. 


5 *^ 01 < 



Figure S - Hi-Fi input from monitor output 

Oitr apologiea to any readers who had problems or 
frustrations. 
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ATARI |§ 

BACK! 

Atari have proved their commitment to 
the 8-bit by releasing for the first time on 
ROM some of the games that 
made Atari great 



LasL Chrisimas saw Atari launch their 
new XE Games System (but little else) - 
an 8-blt machine based technically 
arciund a 65XE computer but supplied in 
its most basic form without a keyboard. 
Owners of an unexpanded system must 
therefore depend solely on cartridge 
based software, and with this in mind. 
Atari have been busy converting some of 
the best ever computer games into ROM 
format. 

The new ROMs are coloured to match 
the XE range, and don’t have the tab 
activated covers found on the old style 
cartridges, thus leaving the PCB edge 
connectors permanently exposed. Each 
game is attractively packaged in a 
colourful box wdth a glossy instruction 
manual. Among the first games to be 
re-released by Atari are BLUE MAX 
from Erode rbund, ARCHON from 
Electronic Arts, and BALLBLAZER 
and RESCUE ON FRACTALUS from 
Lucasfilm Games. They have all been 
modified, where necessary, to require 
only joystick or console key inputs. 

BLUE MAX became famous for its 
diagonally scrolling graphics, a technique 
originally pioneered in Segals Zaxxon, 
and used in both cases to create a superb 
3-D effect playheld. The game is set in 
World W'ar One, when RAF ace Pilot 
Max Chatsworih saw^ his entire squadron 
cut down by the enemy, and vowed to 
avenge the loss of his comrades. The 
Axis powers learned of Max’s lone 
crusade and offered their highest service 
award - the Blue Max - to anyone who 
could successfully shoot him down. This 
earned Max the nick-name ‘Blue Max*, 
and in the game you adopt his role and 
fly his RAF fighter bomber bi-plane 
through w^ar-tom Europe. Your 
objective is to destroy as many enemy 
installations as possible, especially 
certain primary targets which must be hii 
for progression onto a subsequent 
section. Ultimately you must destroy 
three marked targets in a German city. 

Weapons consist of unlimited gunfire 
and a generous supply of bombs, but 
these can get damaged if you get hit by 
ground-fire. Extra supplies of fuel and 
bombs can be collected by landing on 
friendly airstrips, where any damage will 
also be repaired. Initial options include 
skill level and normal/ reverse controls. 
Originally, the latter option was 
incorrectly set, but this fault has now 
been resolved. BLUE MAX shows very 
few signs of its age, and I can 
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recommend it to young and old players 
alike. 

Very few games can claim to be truly 
unique, but ARCHON is just that. It\ a 
mixture of strategy and arcade action for 
one or two players. The strategic element 
involves you and your opponent 
manoeuvring regiments of 18 mythical 
creatures around a strange board of 
eighty-one squares. The opposing 
regiments - knowm as the dark and the 
light - are not identical. Each creature 
possesses unique characteristics and 
abilities. A creature’s strength will 
increase if it is located on a square of its 
own colour, but some squares will 
alternate between Light and dark, so skill 
is required in taking full advantage of the 
board. The ultimate aim of ARCHON is 
to either destroy all of the opposing 
side^s regiment or to simultaneously 
occupy five special squares where magic 
‘power points’ arc situated. 

The fun begins when two opposing 
creatures meei on the same square. This 
causes the square to immediately expand 
and fill the entire screen area, to form the 
combat zone. You must then use your 
skill and dexterity to fight the opposing 
creature to the death, at which point the 
victor returns to his rightful place on the 
tH>ard, and play continues. ARCHON 
was a top-notch package back in 1983 , 

and still remains one of the best two 
player titles available tixlay. 

Activision caused a sensation in 1985 
when they obtained the rights to release a 
range of Lucashlm Games titles, a name 
considered by many to be synonymous 
with excellence. RESCUE ON 
FRACTALUS was, and still is, 
arguably the finest 8-bit computer game 
since Star Raiders, Your mission is to 
rescue stranded Ethercorps pilots shot 
down by the Jaggies on the extremely 
unpleasant planet Fractalus. Not only 
does the air consist of thick cyantric acid 
but the Jaggies have developed an 
impressive defence system of gun 
emplacements and fiying saucers, I bet 
you’d need a Valkyrie Class Fighter with 
in-built Dirac Mirror Shield and AMB 
Torpedo system to combat that loti Well 
actually, you^ll need one with an Etberic 
Navigation System tot?! 

Far from being a run-of-the-mill shoot 
Vm up, RESCUE ON FRACTALUS is 
a masterpiece in every conceivable 
department. The view from the window 
of your Valkyrie Fi ghter over the rocky 
landscape of Fractalus - in 3-D of course 


’ has simply got to be seen to be 
believed. No detail has been spared, from 
the stranded pilots with space suits and 
helmets to the various lights and dials on 
the instrument panel of your fighter. 
Sound effects are equally gratifying. 
Sixteen levels are initially selectable, but 
there are plenty more after that and one 
or two interesting surprises along the 
way(!). Even if you only ever buy one 
computer game, make sure this is the 
one. You won’t regret it! 

If you only ever buy TWO computer 
games, make sure the second one is 
BALLBLAZER! The year is 3097 and 
the location is a null-gravity nexus in the 
binary star system Kalaxon and 
Kalamar. That doesn’t really matter 
though, as you’re about to engage in the 
fastest, meanest, classiest sport in the 
known universe: Ballblaz.er. Soon you’ll 
be traversing a massive grid in your 
regulation Rotorfoil, trying to intercept 
the Plasmorb before your opponent does 
likewise. When its in your possession, 
make for the goal beams at the edge of the 
grid, line up and fire for a perfect 
over-the-horizon goal. Five more like 
that and you’ll be worthy of the ultimate 
title any being can possess: Masterblazer, 

Visually, BALLBLAZER is 
completely mind-blowing. The screen is 
split into two halves, giving each player 
their own unique 3-D view^ of the 
proceedings. Prior to the start, there^s a 
brilliant animated opening sequence 
showing the Rotorfoils in action. Only 
the disk version included this originally. 


After this sequence, there’s some 
fantastic music - ‘Song Of the Grid’ - 
and you may then choose the length of 
the game, and either a human or droid 
opponent. Whichever you decide upon, 
BALLBLAZER w'ill give you hours of 
enjoyment. A true classic if ever there 
w'as one! 

All of the ROMs mentioned above are 
available at an RRP of ^^14.95 each. 
Expensive, yes, but remember these are 
all true games of distinction. If any of 
these titles are new to you, and you’re 
still unconvinced, consult Jim Short’s 
lengthy reviews in PAGE 6 issues 18,19 
and 20 if you can get hold of them. Buy 
them anyway - you won’t be 
disappointed! 

Paul Rixon 

BLUE MAX 

ARCHON 
RESCUE ON 
FRACTALUS 
BALLBLAZER 

Various publishers - 
licensed to Atari Corp. 

£14.95 each 

on ROM cartridge 
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Introducing yei anoiher gem for the 
shoot 'em up fraternityj this time 
brought to you by the boy s from Railway 
Terrace. Not before time, I hear you say. 
But it seems Atari Corp. have been busy 
supporting the 8-bit after aih adding the 
finishing touches to their new game 
THUNDERFOX, and very impressive 
is the result, 

A heaviJy defended Space Transporter 
carries Dlsilicate Energy Crystals for the 
approaching Phalon Mothership. Once 
installed, they will power the dreaded 
Phalon War Machine (or Zylosian War 
Machine, depending on whose story you 
believe!) and this is certain to spell 
instantaneous destruction for the entire 
Solar System, Eliminating the Energy 
Crystals won’t be easy, as ihey^re 
protected by the fearsome Crystal 
Guardian, who lurks In the far regions of 
the Thermo-Nuclear Laser RoomE 
Overall access to the Transporter is 
restricted by two Anti-Gravity 
Stabilizers and these in turn are 
defended by various enemy installations 
and fleets of fighter craft. What a 
predicament! Sounds like a ^ob for ... 
Thunderfox!! 

The game kicks off with some 
excellent, original music and this is 
followed by a sequence showing 
Thunderfox being launched into action. 


from both side-on and overhead 
viewpoints. At first, gameplay is rather 
like a simplified version of Tynesoft^s 
Mirax Force, the screen scrolling 
horizontally over the surface of the 
Transporter as you attempt to Locate the 
Stabilizers and bomb them five times 
each in Order to destroy them. You only 
have a limited capacity for carrying 
missiles, so you must retreat to a kiading 
bay when the initial supply has depleted. 
There’s no need to waste missiles by 
firing them at enemy craft though - a 
quick joystick manoeuvre switches over 
to rapid laser-fire for this purpcisc. 

At first, the task of knocking out the 
Stabilizers seems impossible, but once 
you discover the technique, it’s a doddle. 
You’ll soon be heading for the Laser 
Room, where you’ll have to guide 
Thunderfox through a series of animated 
barriers. Touch one of these, or any of 
the surrounding walls, and your ship is 
destroyed, so a steady hand and accurate 
Joystick are essential here. Don’t take too 
long though, or the Radiation will cause 
an alternative end to the mission. Once 
inside the Energy Crystal Room, you 
have to shoot the guardian’s pulsating 
head ten times through a moving wall 
whilst avoiding the return fire. Again, 
this seems difficult at first but once you 
get the hang of it, the task becomes fairly 


routine. The opening demo will provide 
you with some hints. 

Success in destroying the Crystal is 
rewarded by a hefty points bonus and the 
opportunity to attempt the next level, 
where the T ransporter has taken on new 
form and colouring. I’m not certain how 
many Icvcb there are in all, but judging 
by the first two they are graphically 
first-rate. The lower third of the screen 
contains various status information and 
below this, a long range scanner shows 
the distance of the Mothership from the 
Transporter. I’ve already praised the 
music, but I shouldn’t let the sound 
effects slip by without a mention, as 
some very interesting ones arc included. 

I ?ccm to recall some similar effects in 
English Software’s Steeplejack. 

If I had to criticize THLT^IDERFOX, 
Td have to say that the three available 
lives are simply inadequate for a game of 
this nature, especially since it’s very easy 
to lose a ship by crashing into a ground 
installation that wasn’t clearly marked as 
being protrusive or otherwise. Even so, 
the overall package is a splendid effort 
from Atari Corp., and I hope their 
endeavors will be justly rewarded. And 
let’s hope there’s more to come! 


Paul Rixon 


Published by Atari Corp. £4.99 on cassette - 1 player with joystick 


TWILIGHT WORLD 


This one was written by Matthew 
Trimby, who also programmed Crystal 
Raider for Mastertronic. The basic 
theme hasn’t altered, but the author has 
improved on the graphics and playability 
aspects a ihousand times over. 

Unlike the majority of games, 
TWILIGHT WORLD has no 
incredible plot involving Aliens or super 
heros. The principal objecrive is simply 
to guide a nameless characier through a 
series of interconnecting dungeons, in 
search of the elusive exit. This is 
invariably blocked by one or more locked 
dewrs, so a correctly coloured key must 
first be found to open it/them. Along the 
way , sparkling gems may be collected to 
increase your score, and an extra life is 
awarded if you manage to find every 
single one. 

Naturally, there arc plenty of irritating 
nasties scattered throughout the 


tiungeons. Contact with these will put a 
severe drain on your ^vitality’, so it’s 
important to replenish any loss by 
consuming food icons, dotted sparingly 
around eachdevel. For disposing of those 
particularly obstructive adversaries, you 
are armed with a ‘weapon’ (imaginative 
stuflH!) with which you are able to blast 
everything in the immediate vicinity. An 
auTofire Joystick can be used to gt>od 
effeci, here. If you get really desperate, 
you can activate your ^ahcr-ego’ once 
only per life, making your character 
impervious to adversity for a limited 
pcritxl. 

The game boasts eleven different 
levels plus two alternative settings of 
difficulty. On the advanced setting, you 
are obliged to collect all of the gems to 
complete a level. If you do run out of 
lives and have to start again, you can opt 
lo re-start on any of the levels you’ve 


previously completed. The dungeons 
become progressively more challenging, 
with logic problems and confusing 
layouts adding lo the fun on higher 
levels. Visually the game is presented in a 
very competent manner. Your character 
is big, bold and colourful, and the nasties 
arc well defined and animated. Sound 
isn’t quite so impressive, but it's 
adequate for the purpose. 

TWILIGH T WORl,D will be well 
received by fans of Montezuma’s 
Revenge and similar ^find the key’ type 
games. Although it's not a true ^budget’ 
release. Atari are, at least, moving 
towards the right lines. Show your 
support for this one and wht) knows what 
will happen .... ? 


Paul Rixon 


Published by Atari Corp, - £4.99 on cassette - 1 player with joystick 
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8-BIT GAMES.... 8-BIT GAMES.... 8-BIT GAMES.... 




THE BEST BUDGET GAME 
OF ALLTIME? 



If someone told you ihere was a game 
available with superb graphics^ great 
sound, multiple JevelSj a two player 
lacilityj higliHcore table and loads more 
besides, you^d probably expect it to cost 
ten pounds or more. But youM be wrong! 
Zeppelin Games’ ZYBEX has all these 
features, and yet it's priced at under 
three pounds. So what’s the catch? Well^ 
there simply isn’t one! 

It^s essentially a shfiot ’‘em up, but its 
format is quite unlike anything you’ll 
ha%^e seen before. The story centres 
around two rebels Rinser and 
Cassa!ana - and their desperate attempts 
to elude execution by reaching the 
powerful Zybex crystal that will ensure 
their captors remove the death rings 
from their necks. Don't ask me why you 
should want to be helping two rebels, or 
how^ the Zybex crystal would aid their 
plight, because I haven’t a clue ^ and Fm 
not sure Zeppelin have citherH Anyway, 
before the rebels can reach the Zybex, 
they must first penetrate the hearts of 
many strange worlds, collecting teleport 
ciy’stals as they go, 

I his is where you enter into the 
proceedings. You control one of the 
characters via a joystick as wave upon 
wave of Alien beings s woop enticingly 
dow^n in front of you, A second player 
can help you dispose of them by 
controlling a second character 
simultaneously. If you’re feeling really 
ambitious, you can even control both 
characters using two joysticks yourselfl 
Some Aliens must be destroyed, others 
can be avoided by careful manoeuvres. 
Auiofire joystick owners won't be 
overjoyed to learn that this feature is 
already built into the weapons in 
ZYBEX. Ai the beginning^ you are 
armed only with an Orbit Weapon which 
delivers an intermittent pulse of bullets. 
By flying over certain symbols w^hich 
sometimes appear when you destroy an 
Alien wave, you can also obtain further 
weapons, these having differing 
sirengths and methods of destruction. 
Collecting symbols of the same type will 
increase the weapon’s fire power, but if 
you get killed, the power of your current 
weaptm is reduced. W'eapons are selected 
using the trigger button to highlight an 
appropriate icon above the main 


playfield (or below it for player two). 

Having completed the first lev^el, you 
may opt to tackle the next eleven in any 
order you wish. To enter each of the final 
four ‘restricted’ levels however, you need 
to have obtained three tokens. You can 
find one token at the end of all the 
preceding levels, so it doesn't take a 
mathemaitcal genius to work out that 
every^ level will need to be completed 
ultimately, in any ease. Crafty, eh! Bonus 
points and extra lives can be collected in 
the same fashion as additional weap^ms, 
and believe me you'll need as many lives 
as you can get! ZYBEX is challenging 
enough to begin with, but the climax to 
each level h even more tricky! Even so, 
when it comes to game addiction, this 
one really takes some beating! 

A great game then, but what of the 
graphics? In a word: brilliantl Your 
character is small but well defined and 
you can even choose his colouring at the 
start, jMost levels feature a horizontally 
scrolling futuristic landscape, exp^ertly 


drawn in high resolution in several 
shades of a single colour to produce a 
magnificent backdrop. A status line 
belowr shows all the necessary data 
regarding your score and number of 
remaining lives. The attacking Alien 
waves are superbly animated, each in an 
individual manner. In fact, you could 
almost mistake the action for the latest 
revision of Jeff Minter's Colourspace! At 
the beginning there's a terrific piece of 
original music and other aspects of the 
game such as the ^game over’ and level 
indication prompt screens arc 
accompanied by jingles of the same 
meritable standard. 

Zeppelin Games promised to provide 
high quality ‘‘budget’ software, and they 
have kept to their word. ZYBEX is the 
sort of game that makes review^ers wish 
there w'cre more superlatives in the 
dictionary. What more can I say, except, 
go out and buy it immediately! 

Paul Rixon 


Published by Zeppelin Games » £2.99 on ceseette - 1/2 players with foystick(s) 
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8-BIT GAMES-. 8-BIT GAMES.... 8-BIT GAMES 


FIVE OLD CLASSICS 

ATARI COMPILATION TAPE 


Aiari^s co^mpilation caj&ette was 
previously marketed as an exclusive 
component of the 130XE starter pack, 
but is now available to existing 8 -bitters 
via most reputable Atari stockists and 
Atari Corp. themselves. The compilation 
contains five 100% machine code titlesj 
mostly dating from the early when 

400/800 computers reigned supreme - 
TYPO ATTACK, MISSILE 
COMMAND, CENTIPEDE, TENNIS 
and STAR RAIDERS. 

Heading the line-up is TYPO 
ATTACK, a deceivingly simple but 
effective attempt to encourage risers to 
develop their touch typing skills. 
Animated ‘Typo’ invaders descend from 
the top of the screen towards eight bases. 
You have to activate each base’s defence 
system to destroy an incoming invader, 
by typing in the character that appears 
below the appropriate one. The 
characters change periodically, and as the 
speed of attack increases, you have to 
rely increasingly on your touch typing 
abilities rather than searching for the 
necessary key, TYPO ATTACK is most 
suitable for young children who will not 
be deterred by the very simple graphics 
or annoyed by the bleeping sound 
effects. 

Similar in theme, but greatly superior 
in implementation Is MISSILE 
COMMAND, for one or two players. 

Six major cities require defending from 
Intercontinental Ballistic Missiles, killer 
Satellites and Bombers, Firing your 
limited supply of AntibalJistic missiles 
into their paths will temporarily stem 
their advance, but each level will see the 
enemy’s tactics becoming ever more 
calculated. It’s an uncomplicated routine 
but demands a well trained trigger 
finger, and ranks highly in terms of 
addictiveness. XE Games System owners 
actually get MISSILE COMMAND 
built into their machine along with Basic 
and the O.S., so Atari are obviously quite 
keen on it. Although it's not mentioned 
on the inlay, you can also connect up a 
Trak-Ball and press Control-T to enter 
TB mode. MISSILE COMMAND is 
the only game to date offering true 
Trak-Ball compatibility. 

If you’ve ever thought you might like 
to inhabit an enchanted mushroom 



THE BEST OF 
THEIR TIME 
STILL UP WITH 
THE BEST TODAY? 

I . - 

patch, CEKl’IPEDE might well be the 
game for you! An evil Centipede 
descends the screen towards you. 
Meanwhile, spiders, fleas and scorpions 
mount vicious attacks as you attempt to 
blast them into O'blivionI Every^ segment 
of the Centipede must be destroyed 
before it reaches the base of the screen, 
in order to advance onto the following, 
more difficult, level. Graphics are lifted 
above mediocre by the cleverly animated 
Centipede as it meanders across the 
mushroom patch. CENTIPEDE isn’t as 
entertaining as the Atari coin-op 
original, but is still quite addictive, and 
fairly challenging on the higher levels. 

And now for something completely 
different, as they say! TENNIS is still 
my favourite sports simulation next to 
Leaderboard (golf), not feast because of 
the clever 3-D effect graphics and 
realistic ball travel, an innovation at the 
time of the game’s initial release. 


TENNIS allows a vast variety of shots 
from angled volleys to overhead smashes, 
all selected by the joystick. Additionally, 
singles Or doubles matches can be played 
against human or automated opponents. 
Normal Tennis rules and scoring apply, 
except that the ball is never called ‘out’ 
because it will always stay in court until 
one player misses a return shot. Play 
TENNIS by yourself or with friends, 
either way you’ll find it’s a whole load of 
fun. It’s one of those games that you’ll 
keep returning to long after the latest 
revision of ‘mega-invaders’ has been 
discarded! 

Last, but by no means least, STAR 
RAIDERS is a game that will shortly be 
celebrating its tenth birthday, having 
become one of the most raved about 
mega-games of all time. For many, this 
was the game that persuaded them to buy 
their first Atari computer. No wonder it 
is still held in such high regard. 

Humanity is threatened (yet again!) by 
the evil Zylon empire, and only you can 
save mankind by hyperwarping through 
the galaxy in pursuit of Zylon fighters, 
cruisers and base stars. In addition to the 
joystick controls, a whole host of 
keyboard inputs control various facilities 
such as scanners, shields and automatic 
tracking devices. As you can imagine, the 
game becomes immensely challenging on 
the higher levels, so much so that Byte 
magazine once published a five page 
article on how to improve your 
technique! Some incredible 
ihrough-the-window^ starscape graphics 
put many a modern release to shame, but 
then you’d expect that of an all-time 
computer classic. STAR RAIDERS is a 
definite ‘must have’ for any 
self-respecting 8-bit owTier. 

In conclusion. Atari have on offer five 
titles, admittedly unsophisticated, that 
were to provide the inspiration for many 
of the computer games released this 
decade. As such, they represent excellent 
value for money at just under a pound 
each, a tenth of the current cost if 
purchased individually. It’s nice to see 
Atari getting their pricing policy right 
for a change. Now, how about a disk 
version chaps? 

Paul Rixon 


Published by Atari Corpi •• C4.99 on cassette « 1 /St players with joystick'ts) 
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! CONTACT 


FOR SALE 


ATANI AS® INTERFACE: S50 

modem and printer interface with 
majiLta] and Centronics^ printer lead 
^50. Phone S teve on Wrexham (W7fi 
75525« 

l&lBPRfXTIiR: 1020 primer with 
paper and pen? jC40. Touch Tabler and 
cartridge ^'25. All boxed, condition as 
newj offers cons-idered. Phone; 024^ 
after 4 p.m, 

XL SYSTEM: dOOXL, lO^O diak 
drive with software, tape recorder with 
tapes, also Sanyo green screen monitor 
with plugs, joystick, tnagaaines and 
manuals. All fur ,1^270. Phone 
Newmarket 6*9280 after 5 p.m. 

COMPLETE SVSTEMj 800XL, 
disk drive, XCl 1 recorder, touch 
tablet. Assembler Editor cartridge^ 
PILOT programming language, DOS 
El master disk, De Re Atari, XL 
graphics book plus various software. 
Full list and prices by return, S AE 
please to El. Smith, 45 Regency 
Square, Brighton, BN I 2FJ 

MjAGAZINES: PAGE 6 Issues. 1 to 
iS]. Offers please. Call 0495 24914B and 

а. sk for John. 

XL SYSTEM: fMWXL, cassette 
recorder, Loads of software, jC2C)0 o.n.O. 
1-029 printer with Atariwriter, ,fB5 
O.n.O. Tel. (MH3 37279 after 4.30 p.m. 
and ask for Daren. 

ST MAGAZINES: Complete 
collection of ST UPDATE, ATARI 
ST USER and ST WORLD up to 
ApriE Offers. TeE. 0504 352Wfi 
weekend?, Sean. 

ATARI SYSTEM: BOO, 1050 disk 
drive, 410 recorder, disk box, software 
on disk and cartridge^ various manuals 
including De Re Atari, lots of mags, 
^il-iO, Tel, 01 M3 2295 

-MAGAZINES; 32 issue? ufPAGE 6 
from Issue 1. 34 issues of Atari User 
from Issue 1. 16 issues of Monitor 
from Issue 3. -Mapping The Atari - 
Revised, Compute!'s Firat Book of 
Graphics, Computel's Second Book of 
Arari. All In v(r>' good condition. 
Contact David WadCt -44 Havencrest 
Drivcj Leicester, LE5 2 ACj 

XL SYSTEM; 800XL, 1050 disk 
drive, data recorder. Joysticks, games, 
disk box. All for X2O0. Phone after 

б. 30p.m. Sarah — Kidderminster 74 
7S63 


BfM3KS AND -MAGS: Magazines, 
books and hardware for sale. Antic, 
.Analog, P-AGEb, Monitor. Send s.a.e. 
for list. -Mr H. Field, The Chimes, 
Bells l.ane, Hoo, Nr., Rochester, Kent 
.ME3 9H I 

130XE: Excellent condition^ hardly 
used, still boxed Also can radges, 

Ktlboom. Basketball and others £"4 
each. Tel. 0832 74037 (Oundle) 

MDIIEM: Pace Linnet Intelligent 
-Modem complete with lead to suit 
■Atari ST, £ 100. Tel. Roy 0754 5945, 
evenings 

LIBRARY CLEARANCE: ATARI 
BASIC by Albrecht, Finkel & Brawn, 

jC^. getting started on 

YOUR ATARI by Hartnell & Bunn, 
£1. ILLUSTRATING BASIC by 
Donald .Alcock,jC2. SIXTY 
PROGRAMS for the Atari, £2.50. 
Also six -Atari manuals - ATARI 
B.ASIC, 800XL, 800XL Connection 
Instructions, 1050 disk drive, DOS 3 
and 1027 manual — 50p each nr £2 rhe 
lot. ATARIWRITER PLUS word 
processor (unopened) £20. All plus 
postage and C.O.D. Phnne U65 7b 363 
CHroughrtwi’in-Fumess) John 
Robinson 


WANTED 


ADVENTURES WANTED: 
Waxworks (Channel S), Huckaroo 
Banzai, The Incredible Hulk, 
Spiderman (Adventure Inremarinnal), 
Cloak of Death (Bug Byte), Critical 
Mass (Sirius)b Cyborg {Seniient), 
Empire of the Overmind (Avalon Hill), 
The Institute (Screenplay), Warlock 
Revenge (Synergistic), Emerald Isle 
(Level bj, Will buy or swap for 
adventures of equivalent value. 
Originals only, preferably disk. Garry 
Francis, 26, Baringa Road, Earlwond, 
N.S,W'. 2206, Australia. 

v(JH c/pn’t fcflfflf a.r] v PfKspf Aim- dijtjur 
rAfjfl ra CJuri-ji aJ H ihaTtkj for aU 
gttiit cohfmmf Ijyou p\’ejer, sitid 
litem la me and f tDiU pMs tfrem on. Lei 
E/finffhcsm j 

lOSO DISK DRIVE: 1050 disk drive 
wanted. Tel. Andrew bn Huddersfield 
(0484) 534857 after 5 p.m, 

1050 DISK DRIVE: Wanted on its 
ow'n or with a 130XE- W'ill collect 
within 40 miles of CoLcbestcr. Phone 
Steve on 0206 323120 


1(127 PRINTER: Wanted in gCKKJ 
working order. Please send sample of 
printout. Sparc ribbons would be 
appreciated. Price negotiable. 

Enquiries to I. Robert, IbCouftil 
(Hlivicr, Les Varendes, CastcL 
Guernseyh Channel Islands. 

BEACHHEADSt Beachhead I and II 
i;8-bil) required. Pay £5 each plus 
postage- I cl- Adam on U253 735061 
after 6p.m. 

MAGAZINES: Wanted - PAGE 6 
Issue 1, ANALOG 1,2, 3,4, 5,6,8, 

22, 29, ANTIC Vol, I, Vol3 Nd“s S, 6, 
8,9, 12, Vo].4 No 9 and Vol.6 No 6. 1 
H^anh offer cash because I haven’t got 
much but how about free membership 
tu cither of my two user groups (I-ACE 
flt SIG ATARI) per magazine? Glen 
Leader^ 143, Richmond Road, 
Leytonstonc, I.andon.Ell 4BT 

BOOKS REqUIRRIl: Atari 
Assembler by D & K Inman and 
Computer’s Mapping The Atari 
(Revised or old). Reasonable condition 
only. Please phone Jonathon njn 0827 
535(K> after 5 p.m. - weekdays. 

WEATHER PROGRAMS; Wanted, 
program and connection details for 
downloading of Weather SarcHiten on 
the Atari 520iST or Atari 800. Tel. Roy 
0754 5945j evenings 

PAGE 6: Issues prior to 21 in clean 
cundiiicitii. Reasonable price plus COD 
paid- Phone 065 76 363 
(Broughton^in-Furness) John 
Robinson 


PEN 

PALS/CQNTACT 

FROM POLAND: My name is 
Bogdan, I am 31 -- teacher of P.E. I live 
in GorMW Wlkp, Poland. I own a 520 
STFM, 1 am looking for Pen-pals 
around the world to swap hints and 
ideas with. Please write to Bogdan 
Borawczvk, P.O. Box 160, Ciorzow 
W’lkp, POLAND 

ST PENPALS: Wanted to swap 
hints, tips ind anything going 
(espcelally programming). Alt letters 
answered the same day. Please write to 
Kurt Frary^ 278, -Aylsham Road, 
Norwich, Norfolk, Nr.3 2RG 

ST CONTACTS: Write to me to 
exchaoge hints, tips etc. Christian, 14, 
Linden Avenue, Halesowen, W. Mids. 
B62 9F.I. 


PEN PAI.S M^ANTED; To exchange 
hints, tips, clues and views on Atari 
8-bit systems. Females preferred. 
Please write to R. MacLeanj 10, 
Whitelaw Crescent, Queenspark, 
Nairn^ IVl2 5DW 

FROM TURKEY: Hi, Tm an SOOXI. 
user equipped with disk drive and tape 
recorder. Pm into Adventutes and 
Shoot em ups, If you would like to 
wrire please write to Danny Sp, 4. 
Gazetccilcr Sit., C-l D/6 l-event, 
Istanbul, Turkey 

AMERICAN ST USERS: 
CorreS|Xmdents required whose 
interests include Midi{MT-32) to 
swap hints, tips and ide^s. Write to 
Euan Anderson, TTie CedarSt Chufch 
Street, Dufftawn, Banffshire^ 

Scotland, AB5 4AR. Tel. 0340 20622 

PRINTING: Home ST word 
processing, spreadsheet work and 
RHAD.ME files printed out. Also 
NEO, DEGAS and AMIGA IFF 
screens printed. Phone 0926 36714 
after 5 p.m. or on Sundays for dertils. 

NEW ST USER: Seeks contacts to 
exchange infurmation^ tips etc. 
(especially on DTP programs). Please 
write to Glenn Barry, 55, Earn Road, 
Carrickfergus, Co Anrrim, N. Ireland, 
BT3S 7EU 

ST USER St Are you married to both 
a wife and an ST? Yet only one 
complains about the amount of time 
spent with the other] If so, drop me a 
line to exchange tips, info, PD software 
etc. All relevant letters answered from 
anywhere worldwide. Get writing out 
there! Ray G. W^ood, 14 Winchester 
Road, Tilgate, Crawleyj W'est Sussex, 
RfI10 5JW^ 

ROGNOR REGIS ATARI CLUB: 
For anybody under 16 years of age. 

For more details contact M. Sindm on 
0243 @20598 after 5,30 p.m, 

XL XE OI^'NERS: Contacts wanted 
to swap ideas, hints etc. on role 
playing Adventure.' Strategy games 
(SSI etc-)- Tony* 43e CoLvestone 
Cte-scent, Dalstun, London, E8 

WORLDWIDE CONTACTS: Atari 
users wanted from atjywherc in the 
world to swap hints and tips on 
programming. I own an 800XL, 1050 
disk drivo, cassette and printer. I will 
rry and answer all letters. Write to G. 
Freeman, Meadow Court, Hasnop 
Road, BakewelL, Derbyshire, DE4 lAP 


DON’T FORGET! 

BONUS ADVENTURES on this issue's 
disk. Two great adventures available 
only on the PAGE 6 Issue 34 disk. 

Get your copy tor just £3.95 from 
PAGE 6. P.O. Box 54. STAFFORD. 
ST16 10R or telephone 0765 213926 
and use your credit card. 

-DO IT NOW!- 


UPDATE 


FKIM ERS (ISSUE 33): The reporl on the Citixen 120D 
printer stated that it ciimeti with a serial iptcrfacc- In fatt there 
is a choice of interfaces with ihismtHlel and a Centronics 
parallel interface is also available. This is the better bet for 
most people So cheek before you buy, 

REVISION C FOR CASSETTE {ISSUE 31): Author Alee 
Benson dropped a line from Australia to advise of a eouple 
[]f errors, ope of which was reported in Issue 32. Line 1160 
was omitted (as advi::ed in Issue 32) and tine 2GO is incorrect. 
Here are the two correct lines. 

200 OPEN #1,8,128*^T:'^": 7 #l;AS;: CLOSE #1 
1100 D.ATA 1,211,9,2,141 *1^11,96,0*0*733 
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ADVE^TURE 

Do you know how many adventures are available for your 
Atari? Even if you have played quite a lotj there will be many 
□n this list that you may not have even heard of. They are all 
genuine adventures that have beerij or are, available. Finding 
some of these, though^, could be an adventure itself! The 
adventures are the standard 'text* adventures and so do not 
include arcade adventures and the like^ Where graphics are 
available I have indicated by using ^Illustrated^ 

You will I hope find the list reasonably complete but I am 
always interested CO know of any other adventures. If any 
reader knows of others please drop a line to the Editor. 


ROUNDUP 

Missing an Adventure? Or just 
looking for something 
different? Check our 
mammoth Adventure survey 


Adventur* ia Time 

Black Cauldron 

The CouDt 

Dragonworld 

PhocfiiK 

Sierra On-Line 

Adventure Intemaiional 

Teiarium 

TckI 

Illustrated. 

Text or Illustrated. 

[llusiraied. 

8-bit 

ST disk 

S-bit cassette or disk 

ST disk 

Adventcre Quest 

The Blade of Dlackpoole 

The Coveted Mirror 

Dungeon Adventure 

Level ^ 

Sirius 

Pert guilt 

Level 9 

Test 

Illustrated. 

Illustrated. 

Text 

8-bit cassette 

8-blt disk 

ST disk 

8-bit cassette 

AdvmtuTclaud 

Border Zone 

CranSiton. Manor Adventure 

Earihiiuake - San Franclico+1906 

Adventure luKmacional 

[nfoconi 

Arfworx 

Adventure International 

Teitt or llluscraTed. 

Text 

Text 

Text 

^•bit cassette or disk 

8-bit and ST disk(?) 

S^^bit Cassette or di!ik(7) 

8-bit c^settc or disk 

After the Fire 

Borrowed Time 

Crimson Grown 

Emerald Isle 

Ch&tkneL 8 

Activision 

Penguin 

Level 9 

Teittor I tinstrated. 

Illustrated. 

lUusLtated. 

Text 

8-bit caEscjte or diskf?) 

ST disk 

ST disk 

S-bit cassette 

Alien Egg- 

Breakers 

Critical Mass 

Empire of (he OvermInd 

Atari Program Exchange 

Broderbund 

Sirius 

Avalon Hill 

Text 

Text 

Illustrated. 

Text 

S-bit disk 

a-bit diskl?) 

8-bit disk 

d-bit cassette or disk 

Amazon 

Brimstone 

The CuTU of Crowley Manor 

Enchanter 

Tetariam 

Broderbund 

Adventure Intcmational 

Infocom 

IMusmted. 

Text 

Text 

Text 

ST disk 

8-bit disk 

8-bit cassette or disk 

8-bit and ST disk 

ANALOG Adventure 

Buckaroo Banzai 

Cutthroats 

Escape Part 1 

A.N.A.L.O.G, Computing 

Adventure IntemalioniL 

Infiioom 

AD 400 

Text 

[llusEirated- 

Text 

Text 

8-bit cassette otr disk(?) 

S-bit disk(?> 

8-bit and ST di^k 

8-bit cassette or disk 

Arrow of Denth Part 1 

Bureaueracy 

Cyborg 

Escape Part 1 

Chaiinc] 8 

Infocom 

Sentient 

AD 400 

Text 

Text 

Text 

Text 

S^bit cassette 

8-bkand ST disk 

8-bit disk 

8-bit cassette or disk 

Arrew of Death Part 2 

The Casebook of Hemlock Soames 

The Dallas Quest 

Escape from Pulsar 7 

Channel 8 

Micronovels 

Data soft 

Channel 8 

Text 

Text 

Illustrated. 

Text 

S-bit cassette 

8-bii disk 

8-bit disk 

8-bit casserre 

Asylum 

Caoile 

The Dark Crystal 

Escape from Tmam 

Screenplay 

Atari Program Exchange 

Sierra On-Line 

Adventure IntcmatianBl 

[llustratcd. 

Text 

Illustrated. 

Text 

8-bii cassette or disk 

8-bit disk 

8-bjt disk 

8-bit cassette or disk 

Ballyhoo 

Chineoe Puztde 

Deadline 

Essex 

Infocom 

Atari Program Exchange 

Infi^cotn 

Broderbund 

Text 

Text 

Text 

Text 

8-bit and ST disk 

8-bit disk 

8-bit and ST disk 

8-bit disk 

Beyond ihe loftnlte 

Circuz 

Death in the Caribbean 

Fahrenheit 4S1 

Otamiel 8 

Channel 8 

Micro Lab 

Teiarium 

Text or Illustrated. 

Text 

Illustrated. 

Illustrated. 

8-bit cassette or disk( P) 

S-bli cassette 

a-bit disk 

ST disk 

Beyond Zork 

Cloak of Death 

Deja Vv 

The Fantaatle Four Part 1 

Infocom 

Hug 

Mindscape 

featuring Human Torch and Thing 

Text 

[llustrated. 

Illustrated. 

Adsxnturc International 

ST disk(?> 

8-bit cassette 

ST disk 

Illustrated. 

Birth of the Phoenix 

Phoenix 

Text 

S-bil disk{?) 

Colossal Adventure 

Level 9 

Text 

8-bit cassette 

Dragon Quest 

Antic 

Illustrated. 

8-bit disk 

8'bit disk 
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Feasibility' EjEperimcDt 

Channel S 

T«nt 

&-hit cajseTTC 

For bidden Quest 

Pryorilyr 
Tent 
ST disk 

Faitr'Iu-tiDc Sampler 

[nfngom 

I'exT 

9.-bit and ST disli 

Gateway 

Pr>'Oricy 

Illustrated. 

ST disk 

C>-.FfS+ Sorceress 
Avalan Hill 
Teiii 

8-bit caisetic or disk 

Ghost Town 
Adventure International 
Text or lUustratedr 
8-bit casgeite or disk 

Gaome Ranger 
Level 9 
Illustrated. 

8-bit cassette Of disJt and ST diskC?) 

The Golden Baton 
Channel & 

Text 

8-bic cassette 

Golden Voyage 

Adventure Jniematianal 
Text or Illustrated. 

8-bit cassette or disk 

Gruds in Space 

Sirius 

Illustrated. 

8-bit disk 

Guild of Thlevrs 

Rainbird 

Illustrated. 

8-bit enhanced density disk and ST 
disk 

GunallngcT 

Datasnft 

Illustrated. 

8-biT disk 

The Hitchhiker^s Guide to the 

Galaxy 

Infocom 

Text 

0-bit and ST disk 

Hollywood Hi Jinx 

Infocotn 

Text 

8-bit and ST disk 

The Incredible HuLk 

Adventure Intematinna] 

Illustrated^ 

8-bit disk 

InhdeJ 

Infiacom 

Text 

8-bit and ST diak 

The[nadtute 

Screenplay 

lllu-sttated. 

8-bit dis^k 


coMpiUd by Carry Francis 


fewels of Darkness 
Level 9 
illustrated. 

S-bit caKette or enhanced density disk 
and ST disk 

Jinxtrr 

Rainbird 

illustrated. 

8-bit enhanced density disk and ST 
disk 

King^s Que»t 
Sierra On-Line 
Jilu&iratcd. 

ST disk 

King's Quest II: Romaudug the 
Throne 

Sierra On-Line 
Illustrated, 

ST disk 

King's Quest ni; To Heir is Human 

Sierra On-Line 
Illustrated. 

SI’ disk 

Knight Ore 
Level 9 

Illustjatedr 

8-bit cassette Of disk and SI’ disk 

Labyrinth of Crete 
Adventure International 
Text 

8-bit cassette or dLgk(^) 

Lapis PhiioBophorum 

Ariolasoft 

[LLustrated,. 

8-bit disk 

Leather Goddesses of Phobos 

Infocom 

Text 

8-bil and.iST disk 

Leiaure Suit Larry In the Land of 
the Lounge Lizards 

Sierra On-Line 
Illusiinted. 

ST disk 

Lords of Karma 


Masquerade 

PhoeniK 

Illustrated. 

8-bil disk(?) 

Microworld 

Screenplay 

Text 

8-bit cassette or diik^?) 

Mid Winter 
Channel 8 
Text or Illustrated. 

8-bit cassette or di 5 k(?) 

A Mind Forever Voyaging 

[nJocoim 

Text 

ST disk 

Mindshadow 

Acti'vision 

Illustrated. 

8-bil and ST disk 

MlndwhceL 
Broderbund 
Text 
8-bit disk 

Mission; Asteroid 
Sierra On-Line 
Illustrated, 

8-btt disk 

Mission Impossible 

AdvetjtVire Internationa] 
Texitnr Illustrated. 

8-bkt cassette or disk 

Moonmist 

Infocom 

Text 

8-bit and ST disk 

Mordon'^S Queat 
Melbourne House 
Text 

8-bit cassette 

LMortvlIle Manor 

Eldersuft 

Illustrated. 

ST di^ 


Origiiui Adventure 
Robert Howell 
Text 

8-bit cassette Of disk 

The Paradise 

Screenplay 

Text 

8-bit casserte or diskf?) 

The Pawn 

Rainbird 

Illustrated. 

&-biT enhanced density disk and ST 
disk 

The Pay Off 
Bug Byte 
Text 

e-bit cassette or di?fc 

Perry Mason: The Cbbc of the 
Maudorin Mnrder 
Tclarium 
Illustrated. 

ST disk 

Perseus ond Andromeda 

Channel 8 
Text 

8-bit cassette 

Pirate Adventure 

Adventure International 
Text Or Illustrated. 

8-bit cassette or disk 

Pianerfalli 

[nfociHii 

Text 

8-bii and ST disk 

Plundered Hearts 

Infocom 

Text 

8-bit and ST disk 

Police QucAt 
Sierra On-Line 
Illustrated. 

ST disk 

Powerstar 
Pandora 
Illustrated. 


Avalon Hill 

Mystery Fun House 

8-bit cattridge 

Text 

Adventure Intcmstiodial 


8-bit cassette or disk 

Texr or Illustrated. 

The Price of Magik 

- 

fl-bit eassecce or disk 

Level 9 

Lords of Time 


lllustraied. 

Level 9 

The Nevcrendlng Story 

8-bit cas?etie 

Text 

Detasoft 


a-bit cassette 

Illustrated, 

Prisoner 2 


8-bit disk 

Edu-warc 

The Loat Klngdoni of iChui 


Illustrated. 

Talent 

Nine Princes in Amber 

S-bit di?k 

Text 

Telarium 


ST disk 

Illustrated. 

Pyramid of Doom 


ST disk 

Adventure International 

Lueifer's Realm 


Text or Illustrated. 

Screenplay 

Nord and Bert Couldn^t Make 

8-bit cassette or disk 

Illustrated. 

Head or Tail of It 


8-biT disk 

Infocom 

The Quest 


Tex[ 

Penguin 

The Lnrhlag Horror 

a-bi[ and ST disk 

Illustrated. 

Infocxmi 


8-bit and ST disk 

Text 

Oo-Topos 


8-bit and ST disk 

Pengu in 

Quest for Eternity 


Illustrated. 

Argus Press. 

The Maek of the Sun 

ST disk 

Text 

Sroderbiuid 


S-bit cassette 

Illustrated. 

Opera House 


8-bit disk 

Big Nose 

Red Moon 


Text 

Level 9 


8-bit cassette or didfcf?) 

Illustrated. | 



S-bii cas.sette 1 


Page 6 - loaue 34 79 











ROUND UP 


All the Atari Adventures 


Rendezvous with Rama 

Space Quest 

Tcbrium 

Sierra On-Line 

IllustraLed, 

Illustrated. 

ST 

ST disk 

Return to Eden 

Space Quest )I 

Level 5 

Sierra On- Line 

Text 

lIluH-trared. 

a-bit casaette 

ST di^fc 

Rich Hanson 

SpellbrcBlter 

Robico 

Infocum 

Teii 

Text 

8-bic dislK 

fl-blrand ST disk 

Rigel^s Revenge 

Spiderman 

Mutcrtronic 

j.Adventure Intemational 

Illustrated. 

Illustrated. 

S-bit cassette^?) 

8-bit and ST disk 

Saigon: The Final Days 

Star Voyage 

Adventure Intcmational 

Micronovels 

Illustrated. 

Text 

S-bit disk 

8-bit disk 

The Sands of 

Surcroaa 

Datasoft 

Infocom 

Illustrated. 

Text 

8-bit disk 

8-bit and ST disk 

Savage Island Part I 

Statlonfall 

Adventure I ntcmatiofial 

Infocom 

Text or I llustrated. 

Text 

8-bii cas'seiie or disk 

8-bit and ST disk 

Savage Island Part 2 

Stone of Sisyphus 

Adventure Intemationul 

Adventure Intcmaticmal 

Text or I llugtraccd ■ 

Illustrated. 

8-bii cassette or disk 

S-bi[ disk 

Srastalker 

StoDcqucst 

Inrocom 

Lotsabytes 

Text 

Text 

S-bit and S-T disk 

S-bit disk 

Thr Serpent^s Star 

Stranded 

Bruderbund 

English Software 

IlLustrated. 

Illustrated. 

S-bit disk 

3-bit cissette or disk 

Sherlock: The Riddle of the Crown 

Strange Odyaacy 

Jewels 

Adventure Interndtional 

Infocom 

Text Or Illustrated. 

Text 

H-bit and ST disK?) 

8-bit cassette or disk 

Sultan'a Palace 

Sleazy Adventure 

Atari Program Exchange 

Atari Program Exchange 

Text 

Text 

8-bit disk 

8-bit disk 

Survival 

Silicon Dtcbdih 

United Software of America 

Level 9 

Text 

Illustratcd- 

8-bit cassette or enhanced density disk 

8-bLE caasette or disk 

and ST disk 

Suspect 

Infocom 

Snowball 

Tcxt 

Lev el 9 

Text 

8-bit and ST disk 

8-bit cassette 

Suspended. 

InfocDcn 

Soft Porn 

Text 

Sierra On-Line 

Text 

8-hit and ST disk 

8-bit disk 

Tass Tltnca Id Tonetown 
Activision 

Sorcerer 

Illustrated. 

Infocom 

Text 

ST disk 

8-bit and ST disk 

Ten Little Indians 

Channel 8 

The Sorcerer of ClpyEnorgUO 

Text 

Caatlc 

Adventure International 

Illustrated. 

8-bit disk 

S-bit cassette 



The Witness 

The Time Machine 

Iiifoeom 

Channel 8 

Text 

Text 

8-bit and ST disk 

8-bit cassette 

Wizard and the Princess 

Transylvania 

Sierra On-Line 

Penguin 

lIluRtratcd, 

Illustrated. 

8-bit disk 

8-bit and ST disk 

The Wizard of Akyrz 

Treasur« Island 

Channel 8 

Windham Classics 

Text 

Illustrated. 

S-bit cassette 

ST disk 

Wlxard'a Gold 

Trinity 

At?ri Program Exchange 

Infocom 

Text 

Text 

8-bit dink 

ST disk 

Wizard's Revenge 

Twisted 

Atari Program Exchange 

T rapeze 

Text 

Text 

8-bir disk 

8-bjt disk(>l 

W'ombats [ 

Ulysses and the Golden Fleece 

Dynamic Software Design 

Sierra On-Line 

Text 

riJustratedr 

8-bit disk 

8-bit disk 

Wombiiia II 

Voodoo Castle 

Dynamic Software Design 

Adventure Intemattonal 

Text 

Text or I llustrated. 

8-bit cansetre or disk 

S-bit diskC?} 


The Warm tn Paradise 

Warlock's Revenge 

Les^cl d 

SracrgiRtie 

Illustrated. 

Illustrated. 

B-bit cassette 

8-bit disk 

Zork It The Great Underground 

Waxworks 

Empire 

Channel 8 

Infocom 

Text or Illustrated. 

Text 

8-bit cassette OT disk 

8-biL and ST disk 

West 

Zork. II: The Wizard of Frobozz 

Talent 

Infocom 

Text 

Text 

ST disk 

8-bit and ST disk 

Wlahhrlnger 

Zurk Eli: The Dungeon Master 

Infocum 

Infocom 

Text 

Text 

8-bit and ST disk 

S-bit and ST disk ^ 
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PACE* back rcprescnl an excellent way ofintreaainB the 

«njdyinent nf ynur ACAri with articlcj^ tn enUi^hten ytiu> programs tn 
lypr in and revi^urs uf software tn fluids you. Almost all of the conttm 
of past issues will be as fresh and r^lovant today as when it appeared- 
increase your enjoyment nou^ before it's too late! l>isks Ate available 
for ail issues^ coiitainlrLi^ all the M-bit prof;rams from each issue ready 
to run, and they often include bonuses not found in the mafcaxine. 


ISSUE 2S- Extend the ineredihle ori](iiiaJ Munrhy Madness with the 
MUNCHV MADNESS SCREEN DESIGNER, play tSHEFDY 
t,A TER PILLARS with a friend, leach your children with MOST 
HEART MATHS or make up some erosswords with XWORD. A lonjj 
feature on fiiEht simulation prnErants^, hints un ZORK and loads of 
reviews, hor ST users, the first in a series of USING GEM from C plus 
tl.KiHT SIMULATOR tl reviews^ new boohs from CCOMPUTE! and a 
w hole stack of review^. 


ISSUE 20 - GR APHICS SPEClAl,. A super special issue with a 
graphics theme. Draw some masterpieces with GRAPHICS 

tlRKSHOP and explore your graphics potential with Colour Palette, 
Piclnada. Colour Attributes and CIO Slideshow. An in-depth review of 
Prlnishop and Graphics Art Department, the final part of Displav Lists 
and the Adventure column, 11 pages dcvoied to the ST plus a colour 
feature AT.ARl ART and ST GALLERV. And there^s morel 
ELOCKBRE,ARHR Is one of the best games 10 have heen published in 
any magazine. Dnn^i miss itl 

DISK AVAILABLE - includes BONUS PICTURES 
fnr Ciraphics Workshop 

ISSUE 21 - A packed issue with games, TRAIN CRAZY, REVENGER 
and FORKLIFT. Utilities SCALEMASTER, QUICK DISASSEMBLER 
and .Measuring Temperature, ProgramminK hints with Doing The 
Impossible, Error R Solved and THE GUIDE TO ERROR CODES, 
Reviews of Flight Simulator 11, Hitchhiker's Guide to the Galaxy, and 
ihr latest Adeeniures. For the ST a DEG.AS to NEO converter, Lattice 
C reviewed and reviews of a whole host of software. 

DISK A\'AILABLE. All programs ready to go. 

ISSUE 32-More serious users will enjoy SMART SHEET, a V'i^icaLc 
like typr-in sprcadsheeit plhS Our review of Paperclip whilst gamesters 
will puzzle over TRICKY CUBES and try to survive HIDDEN 
DEPTHS, The Guide to Error Codes is concluded and there are articles 
on Fractals. Tape Problem* and some less well known Adventures, 
Loads of reviews and some great new routines for Block breaker. ST 
users will find out how to program Sprites and can read reviews of 
Time Randit, Pro-Fortran 77+ VIP Professional and more. 

DISK AVAILABLE - DOUBLE SIDED! Contains 
TTl'O versions of TRICKY CUBES and new version* 
of BLOCKBREAKER. 

ISSUE 2? - .Another superb machine language game WATER SKI 
SCHOOL wiU test your reflexes, ^^'ORDSEARCH will challenge those 
who like puzzles and other listings include SUTERCLO^^'N and the 
utilities XREF and VERIFA", A huge review of Ultima IV heads a 
comp^hensive review section and Going Online Part 1 will let you 
know if telecommunJealions ii for you, ST owners can discover how to 
get a bigger screen on their colour monitor and read reviews of 
Zoomraeks, Sierra On-Line adventures and Pro-Pascfll amongst 
others. Also, is it worth adding a drive to yout ST? 

DISK AVAILABLE. Contains TWO BONUS 
PROGRAMS! 

ISSUE24-The biggest issue so far published] Great ST section with 
info about ST disks and cartridges and loads of reviews. For S-bit users 
there is MUNCHY MADNESS, the best game we have ever published 
plus a super cheque honk Utility AUTOCHECK. Plus all about checking 
your disk drive, another game called FLYING HIGH, more utilities, 
reviews of RAMBIT, .Adventure games and lots more. Too much in this 
issue lo list fully! 

DISK AVAILABLE-Don't miss MUNCHY 
MADNESS, the best gome we have published SO far! 

ISSUE 25 - .Another biggie! A must for 102fl printer owners with 3 great 
Utilities including a SCREEN DUMP. A super Japanese chess game 
called SHQGI, a type in REVISION C BASIC, a full feature on disks 
and more. For ST+ type in f) fHELLO, reviews of LEADER BOARD 
and MEAN IS, Hints and Tips and several nther reviews and articles. 

DISK AVAILABLE - ALL THOSE 102^ PROGRAMS 
READY TO GO! 

ISSUE 26- SOLID MODELLING is one of the best non-game programs 
we hive published. Be creative! Other programs include SOURCE 
WRITER for machine code programmers, FLEXIBLE FINGEKN tn 
help you type, NUTS and more. Reviews of TRIVIAL PUR SU IT, 

D\C 65, SPEEDSCRIPT and much, much more. ST users can learn all 
about HARD DISKS+FAST BASIC. TYPESETTER ELITE. DEGAS 
ELITE and read reviews on a whole lot more software. 

DISK AVAILABLE - DOUBLE SIDED! O 
virtually full sides with BONUS SCREENS for 
SOLID .MODELLING! 

ISSUE 27 - Some cracking Listings for the »-bit. In GREAT BRITAIN 
LTD. you can be the Chancellor and help ruri the country. CO.MPUTER 
GA.MMON is a great Atari version of backgammon and there's ANTS 
IN YOUR PANTS. DISK COMMAND and others. There is a feature Oil 
word processing and stacks of review*. The ST section includes an 
in-depth review of ART DIRECTOR and a neat little program to pUl 
scrolling stars CHI your Screen! Lots of reviews including H ABA VIEW, 

K-SPREAD 2, K-WORD and many more, 

DISK AVAILABLE - some L-O-N-G LISTINGS! 


DISK .AVA1L.ARLE - Also contains the winning title 
screen from Our Competition.. 

ISSUE 2^ -Onc that serious 3-bit users have been wniting a long time 
for - a great full feature dalabase — MJIIB ASE plot an amazing story 
maker, S ItfRYBOOK. that allows ynu TO create illustrated stories. 
Then therc^s a great game from ANTIC called CLIFFHANGUR and an 
.ALTORUN maker and more. Cheat Ob commercial games with 
i^APPlNG THE Rif IHT BY'TE and read stacks of reviews. I'hc ST 
section has a type-in program, Sf iHERN GRABBER^ which allow* you 
to 'snatch^ picture* of commerelal games to disk, plus the next part in 
our fiEM FROM C series and reviews of Superhase Personal, 

3 plus lots of games including Harharian, Another big issue. 

DISK AVAILABLE, DOUBLE SIDED. With BONUS 
story for STORYBOOK and STORYBOOK reader. 

ISSUE 30great follow up to Sniid Modelling allows you to animate 
objects. Try 3-D ANIMATOR. How about a puzzle with LETTER 
C.V.S l LEor an arcade style shooi-up from .ANTIC called DESERT 
flH.ASE? Articles include an In-depth look at tJUNSLINGER, 
ticncalogy M'iih \ our Atari and First Steps on saving screens. Loads of 
reviews Including AUTODUEL und P:Rr CONNECTION, The ST 
section includes the continuing GE.M series, CYBER STUDIO, 

70t>.MRACKS II and loads of games and serious reviews including 
CiFA DASIC+K-Roget, Jupiter Probe and more, 

DISK A VAlI. ABLE, DOUBLE SIDED wiih BONUS 
.M.ACHINE LANGUAGE ADVENTURE only 
available On this disk! 

ISSUE 31 - Our massive survey on all the WARG.A.MES available for 
the s-hit Atari heads this issue which also include* a great type-in 
synthesiser listing called ORIGINAL SYNTH. Other listings include 
FONT F.ACTOKV, a nice character editor and a challenging game 
called DOML TRAP, .A feature on SSI, more Tulurial Subroutines, a 
long feature on THE NEVE RENDING STORY, reviews of ROADM’AR 
3004 and THE DUNGEON plus many more are also in this issue, ST 
SEC^RETS+ a new series on ST programming begins with a look at 
sound and the UT reviews section includes IMG SCAN, BASETM'O. 
TEMPUS and many more. 

DISK AVAILABLE - All the extra file* for ORIGINAL 
SYNTH set up ready to run plus all the other listing*. 

ISSUE 32 - .A great card game for Ji-bit users called, rather 
uninspiringly, MlIIST plus a two player game nf TENNIS and a 
GRAPH .M.AKER that works on the 102^ printer. A new series starts nn 
EXP.ANDING YOUR ATARI and there is an excellent program 
tuturial an BUBBLE SORTING. Review* include THE PAWN, GUILD 
OF THIEVES, SPARTADOS L.S. DOUBLER and many more, ST 
users can find Out about programming graphics with ST SECRETS 
and can read all about the TURBO DIZER. PC DITTO plu* reviews of 
Tangleuood. Defender of The Grown, Winter Olympiad. PROSPERO 
Fortran and more. 

DISK AVAILABLE-DOUBLE SIDED with BONUS 
machine GODE arcade game available on!von 
this disk, 

ISSUE 33 - Many reader* have said this U our best issue ycr with an 
cxtcn*ive feature an choosing a printer for your Atari, pJu* HEAVY 
al. a Superb type-In machine language arcade game. Other 
type-in Listings include another game, CRYSTAL CRISIS and two 
Utilities, COLOUR TUNER and SOffTKEY, the latter being a super 
keyboard 'macro', utility. ST owners can find out more about 
PROGRAMMING GEM with another article in the scries and there are 
load* of reviews including MASTERPLAN, GUNSHIP and 
SPECTRUM 312. There's much more in this issue besides, including 
some great music for the S-bit. 

DISK AVAILABLE - including TWO BONUS 
GAMES that are not In the magazine and not 
availabJc elsewhere! 


.All back issues arc £1,2(1 each in the U.K., £1.95 fnr Europe or Surface 
mail elsewhere and £2,75 for Air Mail outside Europe, 

PAtiE 6 Issue disks will run on any g-bit Atari with 43k Or 64k memory. 
Each disk is just £3.45. Postage is FREE in U-K. Overseas pi ease add £1 
per order (for any number of disks). 


Please make cheques postal orders payable to PAGE 6. Send your 
order to PAGE 6+ P.O. BOX 54+ STAFFORD. ST16 IDR, ENGLAND, 

.ACCESS and VISA accepted. Telephone 07SS 2 ] 3923+ 
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RESOURCE FILE 


The Rcbdutcc File Ls A set‘vic(^ 
provided by PACiE 6 tP help Atari 
owners find snurcps of 
informatio-n^ help and supply. An 
entry in this feature does not 
nrcnsarily imply an endorsement 
by PAGE ^ and readers arc 
advised to check for thcmi^elves tO 
ensure that the Information la Still 
currents We would ask any readers 
who find information to be 
incorrect or out of date to let us 
know so that an entry may be 
amended or deleted. 


RETAILERS 


ABC 

1^5 t-conardi- Ruad 
Leicesicr 
LE2 tH?- 
Tei.o.tj> -mm 

ATARIvvqBllJ 
■ &„ F^pdcJL StrecT 

Mi tnu 
Tel. 0«l .q^JI 


BRIGHTON COMPTL TUH liXtlHANtJE 

2, A-nn Street 

FCTighlun 

BN I tCP 
Tel- □2''^ i&SMiO 

CHIPS 

j]. RehieI 

tVori hin^ 

Sussex HNEl 5NH 

I-.O.VIPLTEK Ain ESTL'RE WORLD 
Baitk Buildings 

I A, 'Cho.ring CrcHiiE 
Bhkcnhcnd Ul «l;J 
TeI. dm bbb 

tX>MPLTER CAVERN 
Harris Arcade 

Keiidinp 

Berks. RGI IDN 
Tel- (I’lJ 

COMPUTER CENTRE 
■ '^4^ Hish SlE-ei^C 
HurEiC ilLirch 
Essex 

Tel. MtllJ '^S*lS 

''t East Sirect 
HTifhtnn 

Sussex BM H4Q 
Tel. OiTJ TiSbSI 


tR.AStitnV tltJMPDTEH CHINTHH 
122, West Nik Sct-ctc, 

(ilaixjrcyw, 

Cl jqz. 

Tc].n4l R24S 


liM'l tVESTEft.V LTD. 
jj. CeinbrLafi Road 
Sfwpori 
tiweaE 

Tf1.0*Ji e2^50 


INTOTO 

I.Elcadicpflt Slreei 
IlfH-klev 
Notts. NO I lAF 
I'd. 0*02 


JENNINGS STORES 
244 - 24S, llertfnrd R.ciB.d. 

Eli field 
.Vliddx 

Td.Ol fl#4 IT^T 

LADBROKE CD.MPUTING LTD- 

.1^, {fTTnnkjrli Unad 
Plrtsiun 

Lancs. PR 3 ^<JP 
te].CP'?2 J14-J4 

l.lVlNCSTON COMPUTER CENTRE 
I'TjTbt .Mali 

Craiashill Shevppina (.'.entre 
Livingitun 
Wcsi Loihlan 
Tel. 0506 3SiP''li 


■MICROTRONICS 

27a, .Market Street 

Tamwpt'th 

StalTx 

Tel. IDS2T.MJ60 


ONE STEP BEYOND LTD. 

11a, Castle .Meadow.' 

Norwii^h 

NR I IDG 

Tel. 0*03 ** ?TM 


1 

I 


USER GROUPS 


i ABC 

i Coniact Mike Donoghue, L 35, Si. 

LeonaTcis Road, LeicestcF, LE2 3B^. 

i Tel. 0533 700390. Rciailer and Ixnh 

S'bii and ST user groups. 

a.c.e. user group 

Contact Martin Sharpe, 2S, Bronklyn 
Courts Bradford Road* Clcckhcaton, 

I West Yorks BD19 4TJ. Tel. 0274 

$51131 [24 hours). Monthly nieetings, 

I newsletter* trips, discounts etc. 

t ATARI USER GROUP 

j (IRELAND) 

I Contact Mike Cascy^ 3 St. Kevins 

Park, KLImacuid, County Dublin, 

! Ircland.Tel.Ol-e&lfiSOotDUBBS 

(24 hour). Monthly 

{ meetings and ncw'sletfct. 

BESTW'OOD &-Brr USER 
GROUP 

Contact David Taylor* 60 ScevenhoLrae 
CfCSHicnt, BesIrwMid Park* Nottingham, 

NO 5 5 J IK'. Tc). 0602 30^735. S-bit 
Local Lisier^ only. 

BOURNEMOUTH AND POOLE 
ATARI USER GROUP 
Contact ■Colin Hunt. 24S, Wunbomc 
Road, Oakdale, Poole, Dorset. ST, 
&-bi[, hardware and software 
development. 


BBS 


Name: GA.MLINGAY TBBS 

Number: 0767 50511 
Hours; 24 hours 
Baud: 300- 24(Xl 
Features: .Auti SIG and 
program library 


BURY ST. EDMUNDS USER 
GROUP 

Contact Gary Brummage* 22, Ridley 
Road, Bury £t. Edmunds, Suffolk* 

I PIT 3HS. Please send S .A.E. for 
details. 

CRO.MW ELL ATARI USER 
GROUP 

Contact Dave l.cEgertj 3, Chestnut 
Close, Brampton, Huntingdon, Cambs. 
Tel. 0480 50553. All users welcome. 

FLOPPYSHOP ST 
Contact Steve Delaney, 50, Stewart 
Cresicent, NoriMeld, Aberdeen, ABS 
55R. Tel. 0224 691824. 

The GA.TEWAY CLUB 

Contact Phil Herbcrer, l64d Radcliffe 
Road, Lakenheath, Suffolk. Tel. 
Eriswel]) 2365. All computer club with 
Atari section. .Meets oncE a month. 

GFA INTERNATIONAL NEWS 

Coiuaci Barry Capel, 186 HolNnd 
Street, Crewe, Cheshire, CWI 3SJ. 
Magazine for GFA product users on 
the ST. 

LACE (LONDON ATARI 
COMPUTER ENT H U 51ASTS 
Contact Glenn Leader, 143 Richmond 
Roadj Leytonstonc* LLuldCtfl Ell 4BT. 
Tel- 01 556 0595. XL XE ST users. 
Great newsletter and PD librarr. 


Name: CHARLY 

Number: 0451 5l'642 frCKm Germany 
010 49 451 31642 from England 
Hours; 24 hours 7 days 
Baud: 300* 8nl 

Features: Atari &-hit and ST areas- 
P D. -software. Some German ret^ulred! 


Name: THE VILLAGE 
Number: 01 464 2516 
Hours; 24 hours 7 daw 
Baud; V21, V22, V22BIS. V23 
Features: 8 bit area, ST area* CP -M 
atc^ 

Nkmc’ INFOMATIQUE 
Niicnber. MOl 764942''Dublin j 
Hnuts; 24 hours 
Baud: '300 300 and 75 lOfflJ 
Features; ATARI SIG ind program 
libficy' 


Name; THE ARK 

Number; 021 353 5486 

Huuri: 24 hours 7 days 

Baud; 300 or 1200 75 

Features. FL bit with Downloads* hints, 

vw'ips etc. 

Namc^ CRYSTAL I'OWER BBS 

Number; 01 8S6 2813 

Hours; 24 hours 

Kaud: 500 tu 2400 

Features: Atari 5,cclion which needs 

yoiit supporil 


M.ACCLESRELD COMPUTER 
CLUB 

Contact Peter Solumun. Tel. 0625 
20782 evenings and weekends. All 
computer club w ith Atari seciion, 

.Viects fortnightly. 

.MERSEYSIDE ATARI CLUB 

■Contact .Mike Lynch, 24, Oakdcnc 
R-oad, AnHeld, Liverpool, .Merseyside* 
1.4 2SR. Tel 051 264 8435. ST ONLY, 
Regular meetings* newsletter and more 

R.AGE HARD A.U.G. (S-bkJ 
Contact Tony Longw'onh, 13, 
Gt'cenheld Road, Little Suiton, South 
Ui-'iftal, Cheshire* L66 IPE. Tel. 051 
339 0405. For S-'bit users everywhere. 
Send s.a.e. for details. 

ROCHDALE ATARI COMPUTER 
ENTHUSIASTS (R.A.C.E.) 
ContarctThc Secretary, P.O. Box I* 
RochdalCj I.ancs OLl2 8TQ. SAE 
appreciated. All Ataiia, meetings 
fortnightly. 

SIGATARI 

Contact Glenn Leader, 143, Richinond 
Road, Leytonstone* Lond'Otl, B11 
4B'r. Tc|. til 556 0595. Fo-r those who 
diMi’i play games- 


ST CLUB 

Contact Paul Glover*P.O. Box20, 
Hertford, 513 WNN. Mail onlyi!'?). 
iJCorldwidc. 


Name; THE GNOME AT HOME 

Number: 01 S8&fl894 

Hours: 24 hours 7 days 

Baud: V23 viewdata 

Features: ST arei frame ■1652.0#. 

ST Babble starts cm frame ■1632.9#. 

Name: CBABBS 

Slumber: 02l 450 3761 

Hours: 24 hours clowd ThUfKdays 

Baud: 340 

Features: ST 8 bit, Ein.ail to USA and 
Canada 

Name: LEICESTER CENTRAL 
Number: 0535 700914 
Hours; 24 hours 
Baud: 304 and 1200 75 
Features: 8 bit area and ST area 


PEATS ELECTRONICS 
Iflv, p^rnrll Street 
Dublin 1 
Ireland 

Tel. ■WWl T277W 

SILICON CENTRE 

7* Anligiua. SlTcet 

Edinburgh 

Scotland 

Tel. 1131 4^ 

SOFTWARE EXPRESS 
SE4- 516, Alum Hewk Knad 
.Aluiti Reck 

ftirmingluim lUl 

Tel.0:i 328 3S8$ 

SOFTWARE EXPRESS 

21.2, Hmad Strccl 

Blrsningham 

HJS JAY 

Tel. 021 6-lJ yiM} 

SOFTWARE EXPRESS ATARI 
CENTRE 

9, tf r StrccI* 

Ply-rtiu uiJi, 

Devon 

TeL 0732 2S5376 
A.S. 'W'OOTTON A SON 

11 IS, lidJestan Kfutd 
Crewe 
CW'Z 7Htl 
Tel. 0270 2141 IS 

1OHK. CO.MPCTER CENTRE 

9, Dai'ygo.re Aecadie 
□avygate 
Y>rk YOl iSLT 
Tel. tmiU]&62 


STARLIGHT ATARI CLUB 

Contact Douglas yi'ondwtk, 8* 
Ethnard Road, Peckham, London, 
SEI5 IRU. Tel. 41 639 3109 after 5 
pm. Members wiih dUk drive ('8 bit) 

\TB ATARI COMPU TERCLUB 

Contucr Christian Dclabarrc* Hekstraat 
7, 9050 Evergem, Belgium. Tel. 

091 26,29,29. For XL, XF., ST. 
Orgajiisfd calks vi-siucte. 

WORLD ATARI PENPALS Ini. 
Ustr Group (WAP) 

Contact Mas Terveen, Magerh'Orsi 8, 
Alphcn a d Ripn * 2402 LP, The 
N-crhcrlands. 'TcL. 01720 45585. 
Member?!, in USA, Canada, France, 
U.K., Greece, Germany* Saudi Arabia. 
Have circulating diik fS-bii and ST). 
Mail only. 


Do you want othen; to knnw about 
your group? Send derails as above 
ONLY'^ ■:'5 words mas. on Mcmbcrsl) m 
a plain sheet of paper headed 
RESOURCE FILE - USER 
GROUPS. 

That's all you gect We will not 
publish any other detail!! ^s. meeting 
times and places rend to change. 
Appoint someone responsible to handle 
any tTiquirieii received. 


I’AGE 6 reserves the rt^ht to 
delete any entry from this 
feature for any reason. 
Inclusion Jt.>es not Imply any 
endorsement by PAGE 6 and 
PAGE 6 can accept no 
responsibility for the accuracy 
or completeness of an entry. 
Please tell uS if you find any 
entry^ out of date. 


Name; CHASE ST USER GROUP 

Number: 4543S 7I562 

Hours: 1804 to QflOO weekdays* 24 hrs 

weekends 

Baad:<V2l.'22;23) 

Fcarurcs: Atari PD* Amiga, MSDOS 
PD* CPM84 
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It's time we gave you the BASIC facts 


BASIC for the Atari ST 

Retail price inc. VAT 

GEM Editor 
Max string lengtli 
Max nnjlii'DlM array si;se 
Complete AES & VDI access 
Produce stand-alone programs 
iVssembly language support 
Sound commands 
Joystick access 
Quick re Terence card 
Double precision floats 
Multi-statement lines 
Multi-line statements 
Line numbers allowed 


HlSoft 

Basic 















































FOR ATARI 400/800/XL/XE COMPUTERS 


OVER 160 TITLES 


Welcome to the iaies<t guide to software for the Atari 
8-bit (400/800/XL/XE) range of home computers. As 
you can see, there are plenty of titles to choose from, 
such as games on cassettes (red headings), ROM 
cartridges (blue headings), and disks (orange head- 
in-gs), with prices as low as only £8.^51 Where a title is 
available on more than one format, we have included it 
in all of the sections in which it is available. You will 
find that certain titles are packaged with both cassette 
and disk in the same bo*, at no e?(tra charge Each 
title should be compatibJe with all computers in the 
Atari S-bit range unless otherwise indicated. We have 
tried to make this catalogue as comprehensive as 
possible, covering a variety of different titles ranging 
from entertainment to education and productivity. We 
have also included a section on books which you may 
find useful when programming or simply finding out 
more about the enormous potential of your Atari 
computer. There are 162 titles {books and software) to 
Choose from. We hope that this catalogue is of use to 
you and that you find something suitable from the 
wide range of products featured, E&OE, 


Games - cassettes £3 ae - £4 9s 

GAMES - CASSETTES £7.95 - £9.96 


GAMES - CARTRIDGES £7.9S - £9,55 
GAMES - CARTRIDGES £12 95 


GAMES - DISKS £7.96 - £3.96 
GAMES - DISKS £12.95 - £14.95 ... 
ADVENTURES - DISKS £4.96 - E&.96 


HOME PRODUCTIVITY 
EDUCATION a TUTORIALS 


PROG LANGUAGES 4 ASSEMBLERS 


AfiT a GRAPHiCS 

SPHEADBHEETS . 

WORD PROCESSORS 


BOOKS £1.95 - £4,95 
BOOKS £4.95 - £9 95 
BOOKS £14.96 - £19.95 


available from YOUR ATAdRI DEALER; 


'*11111111' 'til MMIIItllll 'III 'illlllljM 'Ullll' *iil \i 'lllllllll' 'll 
Mtll Ord«f & G«n«ral Enqulrfftt: 1-4 The Mews. Halherlev Road. SIdcup. Kant. DA14 4DX .. 

BRANCHES: SIOCUP; H The Mews, Hatheiey Road, Skfcup, KenL DA14 4DX 
LONDON; Selfridgee I'niiksFi. Oxford Street. Lofidon, W1A lAB 
LONDON; Lmn House 227 ToHenham Court Road. London. WIP OHX 


'MIUIlll' 'Mil I 

. TsI. 01-309 1111 

Tel: 01-302 Mil 
Tel: 01-629 ISWCruSU] 
Tel: Cn-SBO 4639 


INDEX 


GAMES CASStTI&S 


GAMES CARTRIDGES 


GAMtS DISKS 


education «, HOPJlE 


PROGRAMMING LANGUAGES 


BUSINESS PRODUCTIVITY 


BOOKS 


H SILICA SHOP 


III 

h 




■J 

i 

■III 

Mllllltllll 'III 


llllljll ^ 

















































































